Google 



This is a digital copy of a book that was preserved for generations on library shelves before it was carefully scanned by Google as part of a project 

to make the world's books discoverable online. 

It has survived long enough for the copyright to expire and the book to enter the public domain. A public domain book is one that was never subject 

to copyright or whose legal copyright term has expired. Whether a book is in the public domain may vary country to country. Public domain books 

are our gateways to the past, representing a wealth of history, culture and knowledge that's often difficult to discover. 

Marks, notations and other maiginalia present in the original volume will appear in this file - a reminder of this book's long journey from the 

publisher to a library and finally to you. 

Usage guidelines 

Google is proud to partner with libraries to digitize public domain materials and make them widely accessible. Public domain books belong to the 
public and we are merely their custodians. Nevertheless, this work is expensive, so in order to keep providing tliis resource, we liave taken steps to 
prevent abuse by commercial parties, including placing technical restrictions on automated querying. 
We also ask that you: 

+ Make non-commercial use of the files We designed Google Book Search for use by individuals, and we request that you use these files for 
personal, non-commercial purposes. 

+ Refrain fivm automated querying Do not send automated queries of any sort to Google's system: If you are conducting research on machine 
translation, optical character recognition or other areas where access to a large amount of text is helpful, please contact us. We encourage the 
use of public domain materials for these purposes and may be able to help. 

+ Maintain attributionTht GoogXt "watermark" you see on each file is essential for in forming people about this project and helping them find 
additional materials through Google Book Search. Please do not remove it. 

+ Keep it legal Whatever your use, remember that you are responsible for ensuring that what you are doing is legal. Do not assume that just 
because we believe a book is in the public domain for users in the United States, that the work is also in the public domain for users in other 
countries. Whether a book is still in copyright varies from country to country, and we can't offer guidance on whether any specific use of 
any specific book is allowed. Please do not assume that a book's appearance in Google Book Search means it can be used in any manner 
anywhere in the world. Copyright infringement liabili^ can be quite severe. 

About Google Book Search 

Google's mission is to organize the world's information and to make it universally accessible and useful. Google Book Search helps readers 
discover the world's books while helping authors and publishers reach new audiences. You can search through the full text of this book on the web 

at |http: //books .google .com/I 



/ \ < I » 



THE GAME OF OMBRE. 




■/ 



V 


^v , 


1 

I 
t 

• 


■»>.. 


vhL 


. 


J • 


- (ONS. 


1 



THE GAME OF OMBRE. 



MarUaia. ^ . . . I muft bring yoa to like dear Spadille/ 

FiXLDiNG) Tbt Mtfir^ A€t ii. Sc. a. 




• ••• 






* • • 



. • - . • 



•_ -» 



SECOND EDITION. 

0. ^ 



l?iNi V\eTv'f^<y V\^tk'- 'o-\D 



bs 






■ • ^ 1 -1, « • • 



LONDON: 
PRINTED FOR PRIVATE CIRCULATION. 

1878. 

^'^ 

T I Cr. 



m^^^^ttm^mmmt^ - •• ■ ^^ ^«tf ■ 



TMK StiW •;■■,'•■■•: I 



ATTOK, LCNOX AND 
TILOftN FOUNOATJONf. 

1002 



• • •• •• I 

•• -•• • • ••• 



*•• • 

• •. • 

••• • 






• ••• • 



•• •• 
• • • 



• • 



• •• 
• ••.•% 



. • : . •. 

• • •• 






• •• • 

• • 






• • 



* •• 



CHISWICK press: CHARLES WHITTIKGHAM, TOOKS COURT, 

CHANCERY LANE. 



CONTENTS. 



Pre&ce to the Second Edition vii 

I. The Game of Ombre i 

II. Cards and Counters 7 

III, Courfe of the Game 17 

IV. Lofe and Gaia Extras 30 

V. Sundry terms ufed in the Game 48 

VI. General Rules 53 

VII, Specimens of Hands and Games 57 

Appendix: Rules in Greater Detail 107 

Index 117 




PREFACE TO THE SECOND EDITION. 

PRINTED the Firft Edition of this 
work in 1 874 ; and now that my 
friends have confumed the two hun- 
dred copies that were ilruck oiF, I 
have printed a few more with corrections and 
improvements, bringing the Supplementary Chap- 
ter into the body of the book. 

* The proper ftudy of Mankind is Man ; ' and 
there feems to have been in 1874 a current in the 
minds of Card-players leading them to think that, 
as the word Ombre meant Man^ it was not too 
violent a change of Pope's words to fay, that 
* The proper ftudy of mankind is Ombre : * for 
not only was my book put into type, but three 
other writers, apparently without any concert with 
each other, and certainly without having feen 



Preface. 

thcfc chapters, wrote articles in the public papers 
recommending the game to their readers. 

Two fuch appeared in the " P'icid " newfpaper 
of December 2oth and 27th of 1 874, contributed, 
it is undcrftood, by ' Cavendish,' the well-known 
writer on Games. 

Another writer gave an account of Trejilk (bafed 
on books publiijicd in Madrid and Bogota) in the 
' Wcrtminftcr Papers' of Odtobcr and November 
of the fame year. 

Laftly, an intercfting article, the contribution, 
I believe, of a well-known writer on Whift, ap- 
peared in ' Macmillan's Magazine ' of the firft day 
of the year 1 875. His paper was entitled ' Popc'8 
Game of Ombre,' and in my Supplementary Chap- 
ter printed in the fame year, I borrowed his idea, 
and played out Belinda's Game; fupplying any 
details which Pope had omitted. I cannot flatter 
niyfclf that the card-playing world has been as 
yet moved by my exhortations ; Imt this prefent 
edition will give it a further chance of learning a 
good game. - 



HENRY H.^ GIBBS. 



1878. 



ERRATA. 

Page 5, L lOy for **Manille," r^/a/ " Sextillb.*' 

Page 45, 1. 6, recut, *' He will pay 13 points to each Adverfaiy; in all 46 

Points." 
Page 54, 1 3, ready ** before declaring to * play ' or * pafs.' " 
Page 54, 1. 4 to 6, delete ** If he plays .... he muft pay.*' 
Page 54, 1. 13, add '' But if the Ombre plays the hand with more or lefs 

than nine cards, the hand is null if he wins ; but if he lofes, he muft 

pay." 
Page 55, 1. 3,ybr " leads," read " plays." 

Page 86, 1. 11, /or " to do this laft," read** to take refuge in a Puefta." 
Page 109, 1. 7 to 8, ready ** If he do not mention it before or whilft declaring 

to 'play* or *pafs,' he pays a fimple Puefta or Befte; but the hand is 

not annulled.** 
Page 109, 1. $yfor ** plays his hand,** read "declares to • play.* *' 
Page 109, 1. 10, delete " in it." 
Page III, 1. 2 to lyfor " if he lofe .... Puefta,** read ** if he lofe he pays 

as in an ordinary game, and an additional Puefta of the Pool.** 
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CHAPTER I. 

Thekb are fome games which have furvived the revoludons 
of Empaa, like the Pyramids ; but there are more which 
have been as ihort-lived as modern Conftitutions. There 
nay be Ibme old perfons who ftill remember how Ombre 
was played, and Tontine, and Lottery; but is there any 
one who has ever heard of Quintille, Piquemedrill, .... 
the Beail, the Cuckoo^ and the Comet f 

SoUTHEY, The DoaoTy p. 366. Edn. 1865. 

Card playing is greatly out of mode : very likely there are not 
fix ladies of falhion in London who know the difference be- 
tween Spadille and ManiUe. 

W. M. Thackeray, The Firginiam, chap. xxiv. 

■JT is much to be regretted in the in- 
tereil of all lovers of a good game of 
cards, that Ombre, the delight of our 
fore&thers and foremothers, the moil 
diverting and the moft flcilful of games, ihould have 
been almoft forgotten in England ; though in Ger- 




many, in Spain its native country, and in South 
America it ftill furvives and flourifhes. This com- 
plaint is however an old one, for the author of the 
'Academie des Jeux ' (Paris, 1730) fays in his 
' Avertiflement,' * quoique ce "Jeu foit aujourd'hui 
neglige, ilejl cefendant fans contredit le plus beau et le 
plus f^avant que nous ayons; il aura fans doute quelque 
jour un retour plus favorable lorfque le beau Sexe 
cejfera de prendre le parti du ^adrille avec tant de 
vivacite:' but Quadrille alfo has faded away, or 
blooms only in fome old-falhioned nooks of Eng- 
land (I played it at Oxford in 1840), and Whift 
reigns fupreme, attended at a humble diftance by 
Piquet and Ecarte. Yet good as Whift is, Ombre 
is as good. It needs as much fkill, and poflefles 
more variety ; and while Whift, a game for four, 
muft degenerate to ' Dumbie' if only three players 
are prefent. Ombre, a game for three, may yet 
accommodate four by a llmple expedient, bring- 
ing no injury to the game; and can even be 
played by two perfons only. See p. 78. 

Moft writers attribute its origin to Spain, and 
the fai5l that its terms are moftly borrowed or 
corrupted from the Spanifh language makes this 
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almoft certain. Barrington fay8 in his ^ Archaso- 
logia / that Ombre was introduced into this coun- 
try by Queen Catherine of Bragan9a. We know 
that file played the game; for Waller wrote an 
epigram ^'On a card that her Majefty tore at 
Ombre/ This muft have been about 1680. 
^ In the next century it was ftili in full vogue, 
and in the works of Steele and Addifon, and others, 
the humourifts and playwrights of the time, there 
is very frequent niention of it. 

In later times it has difappeared not only from 
our drawing-rooms, but from our Books of Play. 
Hoyle ignores its exiilence : Bohn in his ^ Hand- 
book of Games * — otherwife so complete — devotes 
to Ombre only a very few lines, and a quotation 
from Pope's moft admirable defcription of it in 
the ^ R^pe of the Lock ;' but as the game is really 
worth reviving, I propofe to write a fhort treatife 
on it, with a fet of rules fufficiently complete to 
enable any one to play it without further inflruc- 
tion, though I muft confefs that to play it well 
demands — as what game of fkill does not ? — long 
practice and clofe attention. 

Few people who read the word Ombre as the 
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name of a once popular game at cards know what 
is the meaning of the word, or what is its applica- 
tion to the game. It enters into the nomenclature 
of the daughter-game of Quadrille, and a writer 
in * Macmillan's Magazine' of December, 1861, 
gives the true explanation of it. It is the Spanifh 
word Hombrey that is, man, and it fhould be pro- 
nounced as that is, Om-bre. 

The * Compleat [Court] Gamefter* (1739) 
writes as follows — * The game of Ombre owes its 
invention to the Spaniards, and has in it a great 
deal of the gravity peculiar to that nation. It is 
called El Hombre, or the Man. It was fo named 
as requiring Thought and Reflection, which are 
qualities peculiar to man ; or rather alluding to 
HIM who undertakes to play the game againft 
the reft of the gamefters, and is called The 
Man.' 

The literal and not the fentimental explanation 
is of courfe the true one. 

The game is now played in Spain under the 
name o^Trefillo,^ which has fuperfeded the earlier 

1 Meaning a threefome game. It is a diminutive of tres^ 
three ; and is pronounced Tre-fir-yo. 
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name of Rocambor^ under which it is ftill known 
in Spanifh America^ and which has alfo the fame 
fignification as our word Rubber, that is to fay, a 
fet of games. The • Court Gamefter * fays it is 
* an improvement of a game called Primero^ but 
the likenefs appears to have coniifted leis in the 
rules of the game than in the names of the cards 
and their fequence, which peculiarities are fhared 
by many other games, fuch as Quadrille, Quin- 

TILLE, PiQUEMEDRlLLE, TreDRILLE, ManILLE, 

and Mediator, which are all variations of the 
game of Ombre; and French Rupp, Five- 
cards, and others, in which the cards have the 
fame value, or nearly the fame value, as in 
Ombre. 

In the fucceeding chapters I fhall defcribe the 
Materials of the Game, the Mode of Play, the 
Stakes, and the Terms of Art : I (hall give a Code 
of Rules, fome Hands and Games by way of fpe- 
cimen and example, and finally I (hall play out 
the particular game defcribed in the ' Rape of the 
Lock/ 

I have myfelf found entertainment in the tafk. 



n 
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and I hope my readers may find fome intereft in 
the refult. If it be fo, and they will acquire the 
experience and ufe the genius which Seymour 
recommends as the beft aids to this game, Belinda 
need no longer fear left (he fhould dwell, 

* In fome lone ifle, or diftant northern land ; 
Where the gilt chariot never marks the way, 
Where none learn Ombre, none e'er tafte Bohea." 



CHAPTER II. 

CARDS AND' COUNTERS. 

To pzfs our tedious hour away 

We throw a merry main, 
Or elfe at ferious Ombre play. 

, Lord Dorset^ 1665. 

Lord T. Say you lb, madam f have at you then. 
Here! get the Ombre table and cards! 

Vanbritgh and Cibbzr, The Pravek'd 
Hujband, PlGl i., Sc. i. a.d. 1727. 

HE weapons which are ufed in this 
friendly fight are, 

I . A pack of forty Cardsy having 
no eights, nines, or tens among them. 
2. A fmall Plate or faucer to hold the Pool. 

' I havefhown Spanilh Cards 00 the annexed Woodcut} but 
Englifli Cards, as in the tail-piece, are of courfe equally appro- 
priate. A friend fuggefts to me that the Spanilh names in- 
volve a political meaning. The Suits ftanding for the four 
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3. A fet of Counters. And I may add (though 
fuch an adjunft is of courfe not eflential), 

4. One of thofe three-fided 'Tables (fuch as one 
fees fometiraes in old houfes) with pits in them 
to hold the counters. One of them appears in the 
Frontifpiece, which is taken from Seymour's 
'Compleat Gamefter,' 1734. 

'■^ be of various Ihapes — 
; (or fi{h-fhaped), thefe 
each; the oblong as five; 
it is better, as the points 
1 number, to have rounds 
which ufed to be called 
ity, and the fmall ones, 
I MiLLES, counting as 

ave counters of feveral 
V, red, green, and brown, 
lave his own colour, and 
end of the game which 
ieem. Thus a regular 

he Cup for the Church ; the 
for the Vulgar ; and the Coins 
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round, obi 
laft counting 
and the round, ten ; 
at ftake are often n 
of two fizes, the la 
Cents, counting as 
which ufed to be 
ten. 

It is convenient 
different colours, as 
fo that each player n 
may know clearly at 
of them he has 

orders in the body pol 
Sword for the State ; the 
for the Men of Money. 
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Ombre-box has four trays within it, each with 
its fereral coloured counters ; one dozen apiece, let 
us fay, of the twenties, tens, and fives, and a fcore 
of ones ; and in the middle the pool-difh. 

In default of counters thus varied in colour, it 
is necefifary to give the fame- number to each 
player ; and at the end of the game, any one 
finding himfelf deficient muft buy of thofe who 
have more. 

Even at low (lakes one may lofe or gain enough 
and more than enough to give intereft to the game. 
Mrs. GoDOLPHiN, recording in her Diary (about 
1675) the lofs of three pounds, fays, *I will never 
play this halfe year butt att 3 penny omber, and 
then with one att halves. — I will not. — I doe not 
vow, but I will not doe it.' * 

A penny a fifh will be found fufficiently high 
play, and fome will prefer to play at the rate cX 
five fifh a penny. 

It is not always that thefe moderate (lakes find 
favour ; and I have been told that in Lima, a player 
who fat down to play in the palace expecting to 

^^ The Life of Mrs. Godolphin, by John Evelyn, p. 215, 
printed in London in 1848. 



rifk a dollar or two, has often rifen from the table 
a poorer and, perhaps, a wifer man ; for General 
Castilla, the Prefident, a great player at Rocam- 
bor, never Uked playing for lefs than an ounce 

I will mention an anecdote about him which 
will Hiow the hold this game can take on a true 
lover of it. 

A friend of mine was M. C. of a Ball given in 
Lima, and the Prefident was there and fat down 
to Ombre, In due time the guefts went away, 
but the Prefident and his three friends played on. 
My friend, not liking to go, flept in the corner of 
the room ; when he woke the fun was high, but 
the gamefters were ftill at play. He left them in 
defpair, and returned again in the evening, and 
there they were ftill. They played till two in the 
following morning, having fupported nature with 
beef-fteaks adminiftered at intervals. 

The order and value of the Cards are as follows : 

In the Red Suits, Diamonds and Hearts, 
called in Spanifti Oros and Copas (Coins and Cujis), 
and fo (hown in the Spanifti (and Italian)' cards, 

' Called Danari and Coppe. 
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I ft. King. 

2nd, Queen {Caballo ^ in Spanifti, i.e. Cavalier). 

3rd, Knave {Sota^ in Spanifti, i.e. Subaltern). 

4th, Ace. 

5th, Deuce. 

6th, Three. 

7th, Four. 

8th, Five. 

9th, Six. 

loth, Seven, 
the fmalleft number of pips (in the plain cards) 
being of moft value, and the Ace being inferior 
to the Coat (or Court) cards. 

In the Black Suits, Spades and Clubs, called 
Efpadas^ and Bajios* (Swords and (very fubftantial) 
Clubs), and fo depicted in the Spanifh and Italian ^ 
pack of cards. 

The firft is the Ace. 

2nd, King. 



1 Pronounced CS-bSl'-yo. * Pronounced So'-tau 

' Pronounced Ef-pah'-das. Hence our word Spade ufed in 
this fenfe. The figure on Englifh cards is a pike-head. Fr. 

^ Pronounced Baf-tos. * Called Spadi and Baftoni. 
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3rd, Queen {Caballo, i.e. Cavalier). 

4th, Knave {Sota, i.e. Subaltern). 

5th, Seven. 

6th, Six. 

7th, Five. 

8th, Four. 

9th, Three. 

loth, Two, or Deuce, 
the Sequence being the fame as in Whift. 

The Spaniards call this, both in the Black and 
Red Suits, the Natural Order of the Cards ; and 
they imprefs it on one's memory by the verfe 

Oroi y Copas las mas pocas ; 

Efpadas y Bajlos las mas alias ; - ^■ 

meaning 

' In Diamonds and Hearts the fmalleft, 

In Spades and Clubs the higheft ■ [are the bcft]. 

The Order of the Cards in Trumps is different. 

The Ace of Spades, called Spadille {Efpada^ 
or Efpadilla in Spanifli), is the Firfl Honour in all 
Suits, and takes rank as a Trump always, even 
though another Suit be Trumps. 

The Ace of Clubs, called Basto ' both in 

' See the woodcut facing page y for the Spanifli reprefentation 
of thcfe cards, as well as of the Puntos mentioned in the next 
page. 
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Englifh and Spanifh, is the Third Honour in alt 
Suits, and ranks as a Trump always, even though 
another Suit be Trumps . 

As foon as the Trump is declared, the following 
change takes place in the refpedtive value of the 
cards of the Suit to which it belongs. 

Firjl^ in all Suits, when Trumps, the loweft 
card takes rank as Second Honour, and of courfe 
fecond in value as Trump. It is called Manille.' 

That is to fay, in Diamonds and Hearts, the 
Seven, and in Spades and Clubs the Deuce, is 
fecond Trump. 

Secondly^ in Diamonds and Hearts, when 
Trumps, the Ace takes rank before the King, 
and becomes the Fourth Honour in rank. It is 
called PuNTO ' in Spanifh and Englifh.' 

The three Superior Trumps (Spadille, Manille, 
and Bafto) are called Matadores (Slayers, in 
Spanifh, Matadores or Matifs)^ and when united 

^ Manille is in Spanifli MaUlla (pronounced Ma-ltr-ya), 
perhaps a diminutive of Mala^ bad ; /. e. the little bad one. 

• Pronounced Pd8n'-to* 

' Quadrille-players fometimes call it, corruptly, Ponto ; and 
an ingenious correfpondent of *■ Notes and Queries' (187 1) fug- 
gefts that as the Matadores point to the BuU-fight, Efpada was 
the Sword, Bafio the Club, and Punto the Dog ! 1 Punto is 
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in the fame hand they may be called Honours 
{EJiuches, in Spanifli), and cany with them the 
next in fequence, entitling the holder to be paid 
for them all alike as Honours. 

The inferior Trumps, if held in fequence with 
Spadtlle, Manille, and Baflo, are alfo fometimes 
called Matadores, or Falfe Matadores. 

The order of the cards, then, in the feveral 
Suits when Trumps is as follows : — 
In Diamonds and Hearts, 

{ I ft, Spadille {Ace of Spades). 
Matadores. 2nd, Manille (the Seven). 
{ 3rd, Bafto (Ace of Clubs). 
4th, Punto (Ace). 
5th, King. 
6th, Queen. 
7th, Knave. 
Sth, Deuce. 
9th, Three. 

or courfe, the Tingle point or Ace ; but it is not improbable 
chat our old friend Panto, the Spanifh pointer, got his name 
from one of the beft cards in their favourite game. The fame 
contributor, mifled by the French, imagined the Ombre to 
be a Shadow. I have prcfentcd him here in his proper fub- 
flance. 



Cards and drnxitrt. 
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lotfa. Four. 

nth. Fire. 

I2tfa, Six. 
In Spades and Clubs, 

I ft, SpadiUe (the Ace of SpAilc^). 
Matadores. \ and, Manille (the Deuce)* 

[ 3rd, Bafto (the Ace of Chih«). 

4th, King. 

5th, Queen. 

6th, Knave. 

7th, Seven. 

8th, Six. 

9th, Five. 

loth. Four. 

nth. Three. 
Thus, then, as Diamonds and WefktU \i9iff9$¥i 
each two Trumps for the other Sttito, w)i\U ilhiS^ 
and Spades borrow bof ofie^ each (vrnt ff^f *rt\Mf 
the Black Suits hare but eleven Ttnmy^p i$nA nSm 
Red/nr/cr; and lSxjn€aSk4 %\Mi ^M* tpaht 
cartos\ and Long Swtt <f»aU$ larj(/»t^^ l^f^JHf^fj 
Of tlie wortb vS lAjt H-Mf/wt ^ M mM ^Nm ^ i 
(hall fpeak a&mwd^ I'h^ y^j^Hfm fM^kl^ 
is, tfaat, tluB^ Tsvoa^ ^^ i^M a^ ii p^4f4 
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fo as to follow fuit when Trumps are led, unlefs, 
indeed, it be a fuperior Trump which is led, i.e. 
they cannot be forced by an inferior Trump. For 
example, Manille when led will neceifarily force 
Bafto if the latter be the other player's only 
Trump, but will not force Spadille in like cafe. 
Be it underftood, however, that the fuperior 
Matador muft be led in order to force an inferior 
one: fo that if the eldeft hand leads King of 
Trumps, and the fecond hand takes it with 
Spadille, Bafto, in the third hand, is not thereby 
forced. 

So much for the relative value of the cards. 




CHAPTER III. 

COURSE OF THE GAME. 

Two Matzdores are out againft my game, 
Yet ftill I play, and ftill my luck's the fame ; 
Uncoiuiuei'd in three (bits it does remain, 
Whereas I only aflc in one to gain. 
Yet (he, ftill contradi^ing, gifits imparts. 
And gives fuccefs in every fuit but Hearts. 

M. Priok, On Playing at Ombrt with 
Two Ladies, c. 1700. 
[ can only fay that by thefe Directions any perfon can learn 
to play, but I cannot promtfe them that they Ihall play well, 
for that muft depend upon genius and experience. 

R. Seymour, Campltat Gamefier^ p. 69. a.d. 1734. 

[JHE players are generally three in num- 
ber, but a fourth may play. When 
I this is the cafe, the Dealer (whom the 
Spaniards then call the Drone, Ztingarto, 
or, more politely, the Judge, Jlcdlde) holds no 
cards himfelf, and though he receives or pays 
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exactly as the others do,' his only office is to deal, 
and to Tec that there is no miftakc in the cards 
dealt; for which purpofc he ihould count the 
Stock {Monte'') after dealing, fo as to aflure him- 
fclf that it contains the full tale of thirteen, or at 
once to difcovcr any error. The deals are in this 
game very rapid, fo that his period of office has 
no time to grow dull. 

The courfc of the cards, in dealing and in play, 
is the rcvcrfc of that in Whift; being from right 
to left. 

If there is but one lady playing, it is her place 
to deal; if hut one gentleman, it is his: but if 
three gentlemen are playing, or three ladies, the 
cards are to be dealt round, one by one, and the 
firft King deals. 

The Dealer has the right to Oiufflc the cards 
after the other players. 

' This ii according as may be agreed before th« game 
beginS) and it mufl then be fettled whether the vole be 40 
pointi inftead of 30. See p. 39. 

" Thit word, pronounced Mon'-to, meani literally a nunUH 
lain or hill, and has the above ftgnilication perhaps from being 
a Monlt di Pirdad, a charitable cflabliOimcnt for the fuccour 
of the needy. 
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His left-hand player then cuts to him, lifting, 
and alfo leaving, at the leaft three cards. 

The Dealer then, fetting the pool-difli at his 
right hand, places in it five points, and deals 
nine cards to each player, beginning with the 
one at his right hand, and dealing them three 
by three. 

The remaining thirteen cards he places before 
him near the middle of the table, taking care not 
to face or fhow any of them. They are called 
the Stock. 

The players then, having forted their cards, the 
one at the right hand of the Dealer, who is the 
eldefl hand (Mano), has to fay either * I play ' * 
{^Juego*') or *I pafs' {^pafo')y according as his 
hand (hows, or not, a probability of his winning 
fufiicient tricks to give him the game. 

If he fays * I pafs,' it becomes the choice of the 
Second Hand ; and if he alfo pafTes, then of the 
Third ; and if they all pafs, the Deal is finilfhed, 

^ Inftead of * I play,* the player who wiflied to ftand the 
game ufed to fay * Do you give me leave f ' and the othersi 
unlefs either was prepared to play Solo, faid ^ Pafs/ — Seymour, 

* Pronounced Hwa-go. 



2 2 The 


Game 


of Ombre. 


No. 3 may 


outbid both, claiming to play | 


Solo. 




. ' 


And No. I may 


refume 


his right by alfo offering 


to play Solo. 




In the Simple 


Game the Ombre proceeds as 


follows : — 






' Let Spades be trumps ! flic 


cries, and trumps they were.' 



He declares which fuit fhall be trumps, making 
his feletSion, of courfe, according to the capa- 
bilities of his own hand, and the other players 
fort their hands anew, following the altered fe- 
quence which the chofen fuit takes on being 
raifed to the dignity of trumps. 

The Ombre then difcards from his own hand 
fuch of his cards as he defires to rejeft, keeping 
only the trumps and perhaps the Kings, or at moft 
a proteiled Queen [Cabalk montado), that is to 
fay, a Queen with another of the fame fuit to fall 
to the King ; and having placed his difcard on the 
pool-difh and left his remaining cards on the table 
before him, he takes from the top of the ' Stock ' 
a number equal to his difcard, and adds them to 
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the Man of the moment — ^the Champion who 
^ ftands the game/ If he ' pafles/ the Second and 
Third have, as I have faid above» each in his turn^ 
the opportunity of becoming the Ombre by peace- 
able fucceffion ; but even if he has claimed to 
play» and the Second player fhould think his own 
hand good enough for the undertaking, he may 
outbid the Eldeft Hand, and take his place by 
ufurpation, faying inftead of * Good/ the word 

* Better ' i^Mejor^ ^ in Spanifh, or * Mas^ or * ^uego 
Mas^)^ but he in this cafe compromifes himfelf 
to play a more advanced game, /. e. Voltereta, 
or Solo, to be defcribed hereafter. See alfo 

* Favor/ on p. 45. 

If the Second Hand propofe to play Voltereta, 
he may be in his turn outbidden by the youngeft 
hand, who, however, muft in that cafe play Solo ; 
and an elder hand may always again outbid a 
younger by eleding to play the game as declared 
by the latter. 

Thus No. I may fay * I play.* 

No. 2 may fay ^Better ; Voltereta.* 

^ Pronounced Ma-hor'. 



Note. The great art in the game is judicJoufly 
to diftribute among your adverfaries the tricks 
which you cannot yourfelf win. 

The aim of the adverfaries is to make fure that 
the Ombre does not attain /;// aim ; or, if they 
prevent him from getting five, but fail to prevent 
him from getting four tricks, then that one or the 
other of the two get four alfo ; each having of 
courfe always an eye to the chance of getting five 
for himfelf ; or at the leaft a dominant four. 

If one of the adverfaries perceives that his hand 
is weak, and that for himfelf winning is out of 
the queftion, and the making three tricks a doubt- 
ful matter, he will endeavour to make one trick 
only, and thus hold the balance between his friend 
and the Ombre ; playing into the hand of one or 
the other, fo as to divide the remaining tricks 
equally between them ; and avoiding the making 
a fecond trick for himfelf, left he fliould by fo 
doing make it fure that either the Ombre Ihould 
win and he himfelf lofe, or that his friend (hould 
win, and the pool not be increafed for next game, 
as it would be by an equal divifion of tricks. 

Note. He is the ally of his friend till the 
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Ombre is difabled from winning; but his 
opponent, and even the ally of the Om« 
bre, if his friend's game is becoming too 
good. 

He would like beft himfelf to beat the Ombre. 

Failing that, he would wifh the game to be 
drawn. 

Failing that, he would wifh his friend to beat 
the Ombre ; but 

What he leafl defires is that the Ombre fhould 
win. 

To return to the Difcard, p. 22. 

The Ombre having completed his own Difcard, 
his right-hand adverfary fettles with his friend 
which fhall have the firfl choice of the remaining 
cards of the Stock, either difcarding at once him- 
felf (as is his right) if he be fo minded, or by 
fome iign implying that he yields to his com- 
panion ; and this he will gladly do if his own 
hand be fuch as not to promife him at leafl two 
or even three tricks certain ; for by fo doing he 
will give his companion more chance of beating 
the common enemy. 

Or he may have a very good hand, and need to 
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difcard but few, and may not wiih to draw atten- 
tion to it. 

Whichever, then, firfl: difcards, throws out and 
exchanges as many cards as he pleafes (to the ex- 
tent, of courfe, of tlie number left by the Ombre); 
and the other takes of thofe that remain as many 
or as few as feems good to him, taking none at all 
if he likes,' 

After this beginning, the courfe of play is the 
fame in Ombre as in Whift, the eldeft hand 
leading, and the others (beginning with the 
right-hand player) following fuit, or, if unable, 
either trumping, or throwing away a worthlefs 
card. 

If either of the adverfaries win the game, he is 
faid to give Codille* to the Ombre. 

If neither of the adverfaries win more tricks 



' If any remain in the Stock he may fee them if he choofcs ; 
but if he fees them fo muft the other players alfo. 

= Codilhy in Spanifh (pronounced Co-dil'-yo) means, primarily, 
the arm from the fhoulder to the elbow {codo); fecondly, in 
builder's language, a corner of a building; and laftly, from the 
fenfe in the text (which may be that one has driven the Ombre 
into a corner, or eife that he has a blow from his adverfary's 
arm), an artifice to get what one wants. 
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than the Ombre, but he does not get a majority 
of tricks, he is faid in Spaniih to lofe a Puejia : ^ 
in French it is called a Remife {Rifpojie or Repuejie\ 
and the Ombre is faid to make la B^te {Bejie). In 
Englifh he makes a Beste, or is Bested.* 

Thefe fame names, Puefta, Befle, &c., are ufed 
as well for the fine which the Ombre pays when 
he is Befted, as for other fines inflii^ed for various 
mifdemeanours in the game. 

If the Ombre is fuccefsful, the Spaniards call it 
a Sacada^ meaning a thing carried off; from 
Sacar^ to take out. 

The following is a table of the nine tricks as 
they may be difbributed in either of thefe three 
cafes: 



^ Pronounced PwiJf-tA. The word is difficult to explain : it 
means perhaps that which is placed on the table, the Stake. 
Puefto is the participle of Poner^ to place or (et. 

* The older books adopt and tranflate the French word, and 
call this refult of the game (and the penalty) a Beaste, or 
being Beasted. Quadrille-players call it a BaJIe or being 
Bqfted^ not from any idea conne&ed with Bajio^ or being 
beaten^ but by corruption from the word Beafte. The word 
in the text feems a convenient compromife, unlefs Puefta is 
adopted. 

' Pronolmced Sa-cah'-da. 
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CODILLE. 
Ombre Firft Adverfary Second Adverfiuy 

4 tricks 5 tricks o tricks 

4 o 5 

3 5 I 

3 4 2 • 

324 
3 I 5 

243 
234 



In thefe ten games one of the Adverfaries has a 
majority, having won either five tricks or a 
dominant four, and defeats the Ombre. 

PUESTA. 
Ombre Firft Adverfiuy Second Adverfiuy 

4 tricks 4 tricks i tricks 

41 4 

3 3 3 

I 4 4 
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In thefe four games no one has a majority, and 
the Ombre having challenged to win the greateft 
number of tricks, and having failed in doing fo, 
lofes the game and is befted. 

Sacada. 

Ombre Firft Adveriary Second Adverfary 

5 tricks 4 tricks o tricks 

S 3 I 

5-2 2 

5 I 3 

432 

423 

In thefe fix games, v^rhere the Ombre has v^on 
either five tricks or a dominant four, he clearly 
wins. 




CHAPTER IV. 



LOSS AND GAIN. EXTRAS. 

. . . fometimes winning a great flake, laying down a vole fans 
prendre, may come up to the profitable pleafure you were 
fpeaking of. 

Vanbrugh and Cibber, The Provsk'd Hujband, 

h& v., Sc. 3. A.D. 1727. 

P. Henry. What didft thou lofe, Jack ? 

Shakespeare, I. K. Henry IV.1 A£t iii., Sc. 3. 

JUPPOSING then the Simple Game 
played through corredly, what are 
the Payments, and how are they to 
be made ? 

I. When the Ombre wins, i.e. in the Sacada, 
he takes the contents of the Pool, and five iifli 
from each player ; befides the additional payments 
for Honours, Primeras, or the Vole, to be fpecified 
hereafter. 
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Thus, in the firft hand of the Game, there 
being five fifh in the Pool, that, with five from 
each player, makes a total of 15.^ But the gain 
veill often be much larger in fubfequent deals 
vehen the Pool has increafed. 

II. When the Ombre is Befled — or lofes a 
Puejia as they fay in Spain — he places in the Pool 
an amount equal to what it contains, and five fifh 
more for each player, including himfelf. That 
is to fay, fuppofing it to be the firfl hand of the 
game, he will place 20 fifh in the Pool ; ' and in 
any cafe his lofs will be five more than he would 
have gained by a Sacada^ and he will of courfe 
pay the extras, if any, to his antagonifls. 

III. When the Ombre lofes Codille, his lofs is 
the fame as if he had been Befled, but the difference 
is that he pays it not to the Pool (where it would 
lie as common property until he or another wins 
it)» but to him who gave him Codille. 

^ When there are four players, and it is arranged that the 
Dealer fhould pay and receive, the total will be 20. 
* Or 25 if there are four players, and the Dealer pays. 
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OF SURRENDER AND DEFENCE.* 

Now if, before the firft card of the fourth trick 
fhall have been played, the Ombre finds that from 
any caufe his calculations were erroneous, and 
that inftead of winning the game he will be 
engulfed in * the jaws of ruin and codille,' he 
may propofe to throw up his hand, faying, 'I 
furrender.'^ If none forbid him, he is Befted 
and pays the Pool accordingly,' paying no other 
points, unlefs it be for Voltereta ; and the other 
players have to fhow their hands, fo that he may 
fee that there has been no Revoke. 

But if there be Defence, that is to fay, if either 
of his adverfaries undertake to forbid the Surrender, 



' I have ufed this word, though it is fcarcely good Englifli 
in this fcnfe, from the Spanifli defenfa, which, like the French 
difenfe, means prohibition. 

^ The Spaniard fometimes afks ' Who forbids .' ' (^Un la 
defiendi?^ inftead of faying that he furrenders. 

' Surrender was formerly not allowed in French and Englifli 
play ; but when, as now, it is accompanied with the poflibility 
of being forbidden, it brings a new combination into the game, 
and is a great improvement. 

No furrender is permitted when the game is Solo, and no 
defence when it is Voltereta. 



J 
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he (the Ombre) muft depofit his Puefta apart to 
await the refult of the play ; and the Defender 
has to fight out the game againft the other two 
players, as if he had himfelf been originally the 
Ombre, engaging alfo to give Codille to the 
Ombre. 

If he fucceeds in doing fo, by winning the 
majority of tricks, the Surrender is barred and 
takes no efFed; and the Ombre pays the ufual 
points for Codille, and the Extras, if any, as if he 
had not propofed to furrender, and takes back the 
Puefta which he had depofited ; ' the Pool re- 
maining intad. 

But if Codille be given to the Defender, he 
pays the points to the player who gives it him ; 
the Ombre, whether winner or not, paying his 
own Befte to the Pool, and the Extras, if any, to 
his opponents. 

If the Defender is betted, there are of courfe 
two Bettes to be paid — or referved, as the cafe 

^ In other words, he pays the Puefta to the Defender ; the 
points for Puefta and Codille being the fame. For the fame 
reaibn, if it be the Ombre who gives Codille to the Defender, 
the refult is that the latter pays the Puefta in lieu of the 
former. 



may be (of which prefently) — one by himfelf, 
and one by the Ombre ; and thefe are called Twins, 
and are always played for together. ) 

OF THE RESERVED PUESTA. 

A Befte, or Puefta, is ' referved' when to avoid 
increafing the Pool, and fo making the ftake too 
high, he who has loft it puts it not into the Pool, 
but apart; and this may occur feveral times, and 
the Pool having been once won, the feveral Beftes 
are then fucceflively placed in it and played for, in 
their order, not of time but of magnitude, the 
largeft firft. 

It is ufual to determine at the beginning of the 
game how large the Pool ftiall be fuffered to grow 
before the Pueftas are referved ; but in cafe of no 
previous agreement, the refervation is at the option 
of the lofer of the Puefta. 

Suppofmg it to be [oo points, the firft referved 
Befte would be 115; and, inafmuch as the Dealer 
of the next game would put five points into the 
Pool, the fecond referved Befte would be 1 20, 
and fo on ; but, when a referved Befte is played 
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fbr» it is fometimes agreed that, to avoid overload** 
ing the ftake, the ufual five points (hall not be 
paid ; and it is always the Rule that the ufual five 
points for each player are neither paid nor received 
by the Ombre. 

Twin Pueflas are never referved^ unlefs the 
Puefla in the Pool be itfelf a referved one, in 
which cafe they alfo fhould be fo treated. 

OF THE EXTRAS. 

The Extras, called by the Spaniards Condiciones^ 
Calidades^ Dulces^ or Confites^ are the following ; 
Primer AS, Honours, Voltereta, Solo, and the 
Vole. 

Primeras.* If the Ombre win the firft five 
tricks before either of the adverfaries has won one, 
he receives from each one point additional, that 
is, fix points inftead of five. 

Honours {EJiuches^ in Spaniih). The Ombre 
is entitled to one additional point from each player 
for each of the three principal Matadores, if he 
win the game having them all in his hand, or 

^ Pronounced Pre-mar -as. ' Pronounced £f-toO'-ches. 
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having none of them ; and if he have any trumps 
in his hand which follow thefe Matadores in 
fequence, he receives from each player one each 
for as many as he has. Thus if he had Spadille, 
Manille, Bafto, Punto, King, in Hearts as trumps, 
he would receive five points from each player for 
Honours. 

But if he hfe the game, having all three Honours 
(or none of them), he pays his adverfaries the points 
(for Honours) which he would have won had he 
been fuccefsful, and this whether he lofe by Puefta 
or Codille. 

OF VOLTERETA.' 

To explain this and the next Extra we muft 
revert to the Difcard (p. 22). 

The Eldeft Hand has faid * I play ; ' but the 
Second player having good cards, fays ' Better,' 
outbidding the play of the eldeft, and claiming to 
play VoLTERETA. He is indeed liable to be in 
his turn outbidden by either of the others offering 
to play Solo or the Vole (to be defcribed prefently) ; 
but we will fuppofe that he is not outbidden, but 
' Pronounced Vol-te-ra'-ta. 
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fufFered to play Voltereta, If he wins, he receives 
two points more from each player, in addition to 
the ordinary Five ; and if he lofes, he is condemned 
to a like lofs. 

He proceeds, then, to turn up the top card of 
the ' Stock/ and the Suit fo turned up will be 
Trumps. The turn-up card muft be taken in by 
him [i.e. by the Ombre) as the firft card of his 
Rentrie (or Robo). 

A player may undertake Voltereta^ either as out- 
bidding an antagonift (in which cafe he runs the 
rifk of turning up a card of his opponent's good 
fuit) or as being Eldeft Hand with tolerably good 
cards, but no great preponderance in any (he 
may have, for inftance, Spadtlk^ or perhaps even 
Bajio — and four Manilles\ in which cafe his chance 
18 better than in the former cafe, as there is no 
efpecial reafon to think that either of his op- 
ponents has a good fuit ; but the fafeft Voltereta 
is that of the youngeft hand, when the eldeft and 
fecond hands have 'pafTed;' becaufe their cards 
are confefTedly weak, and the Stock, from which 
he will have firft choice, proportionately ftrong.^ 

^ Voltereta, though known in England (under the name 
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Note. If the Ombre when playing Voltereta 
choofe to furrender at the proper time in the 
Game, no one can forbid him: i.e. no De- 
fence is allowed. 



Solo, called in French, and fometimes In 
Englifh, Sans prendre, is an engagement on the 
part of the Ombre to win the game without 
Difcard ; and if fuccefsful it brings in eight points 
from each player (in addition to the ordinary five 
and any others which may be due), and of courfe 
fubjedts the Ombre to a correfponding lofs of 
eight points to each in cafe of his failure. 

The Ombre playing without Difcard, the ad- 
verfaries have the choice of the whole Stock ; but 
the firft who takes muft leave at leaft five cards 
for his friend. 

Note, In the cafe of a Solo, no furrender is 
admiflible. 

of the Whim), was not appreciated there, and was, in pra£lice, 
peculiar to the Spanifli game (which I have chiefly followed in 
this treatife). It is however a great improvement to the game. 
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OF THE VOLE.^ 

The Ombre having won the firft five tricks, the 
hand is over, unlefs he choofe to play for the Vole ; 
but while he is at liberty at any time to challenge 
the Volet his leading for the fixth trick, after 
winning five, is of itfelf a challenge, and he cannot 
then retraA. If he fucceed in winning all nine 
tricks^ he receives, in (lead of Primeras and the 
ordinary five points from each player, thirty* 
points from each, and any other Extras which 
may be due. But if he fail (which is called ' the 

> UpUi i|i Spaiiifh (which alfo in^ans i^ Bowl, sui4 a Flight, 
neither fenfe fu^gefting a derivadpn) and VoU in French ^ 
almoft certainly from the Latin Vola^ the Palm of the Hand, 
from which fenfe that of Handful, and lb of the whole Hand 
at Cards, might eafily flow. Rabelais ufes the word Vole in 
the fenfe of Palm. He alfo ufes a verb Vokr in the fenfe of 
(not to win^ as one might think, but) to kfe ti Vole at Cards ; 
Pour cejiu nous m voUerpns pa^^ car fat fait un Uvi; and (bme 
have therefore cited him as 9|i authority for the idendficatioii 
of Vok with another form of Vol^ theft (compare Robo^ p. 23) ; 
but there is no certainty that the word VoUtj to fteal, was pre- 
fent to his mindf and he may very likely have only made this 
ftrange verb for the nonqe, 

' The Spani(h rules unreafonably prefcribe forty points from 
each when there are four players. 
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Vole being barred'), be pays the thirty points to 
each player, receiving however from tbem all that 
he would have received had the game been a 
Simple one and not a Vole (excepting the five 
ordinary points in place of which the thirty of the 
Vole ftand), and all Extras, fuch as Voltereta or 
Solo, if earned.' 

Any player who choofes to challenge the Vole 
before difcarding, may do fo, in which cafe it is 
neceffarily a Solo as well as a Vole, and no one 
can outbid him; and he, by fo doing {i.e. by 
offering to play the Vole), can outbid any one 
elfe ; but it is highly improbable, if one player 
has a hand fo good as to enable him to venture 
a Solo, that another fhould have fo good a one as 
to be able to play a Solo Vole. 

We have feen what the Ombre gains or lofefi 
in a Simple game without Extras; and the fol- 
lowing illuftrations will fhow what his gain or 

* The Rules of the Academ'te des Jeux allow the other players, 
when a Vole is being played, to fhow their cards to each other, 
and to concert how to bar it ; but this is undelirable, and is not 
at prefent in ufc. 
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lofs will be with them — ^fuppofing the players to 
be three, and the hand the firft of the game. 

I. Say that he holds, after his difcard, Spadille^ 
Manilk^ Bajio^ King, with three fmall trumps in 
Clubs and two other Kings ; 

He draws all the trumps, and wins all the tricks, 
receiving 

Contents of Pool 5 Points 

Honours, 4.from each 8 „ 

Vole, 30 from each . . 60 „ 

73 Points. 

II. Let him hold Spadi/Ie, Mani/k, Bajio, King, 
and the Six of trumps in Hearts, another King, 
and a trumping fuit; he might not be able to 
win the Fok, but he could play Solo, and winning 
the five firft tricks, would gain 

Contents of Pool . 
Ordinary points, being 5 from each 
Solo, 8 points from each • 
Primeras, i point from each 
Honours, 3 points from each • 



5 Points 
10 
16 

2 

6 



» 



99 



ff 



39 Points 
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Had he won the Vole in this cafe he would have 
received 1 2 lefs for Primeras and ordinary points 
but 60 more for Vole. In all 39 + 48 = 87 
Points. 

III. Now, fuppofing him to have Spadille^ three 
Mantlles (viz. the Deuce of Spades and Clubs, and 
the Seven of Hearts) and a King of Diamonds and 
four fmall ones of the fame fuit ; 

He plays Voltereta, and turns up the Seven of 
Spades. 

Then, difcarding his Club, Heart, and four 
fmall Diamonds, he takes in, befides the turn-up 
card, Bajioy the King, and Three of Trumps, and 
the Five and Six of Hearts. 

His hand then is 
Spadille 



Manille 

Bafto 

King 

Six 

Three 

King of Diamond: 

Five 



Spades being trumps 
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He would probably win his firft five tricks ; and 
his points would be 

Contents of Pool . . 5 Points 
Ordinary points .10 

Voltereta^ % points fron> each 4 
Primeras^ i point from each 2 
Honours, 4 points from each 8 



99 



20 Points 

Note. Of courfe the Pool will often contain 

many more points than five, whether arifing 

from Pueflas, or from frequent pailing. 

IV. Again, taking the fame hand, excepting 

that inftead of the Seven he (hall turn up the Six 

of Spades ; and inftead of the Tl^ee of Trumps 

and the Five of Hearts he fhall take in the ^een 

of Diamonds and the King of Hearts. He remains 

then with 



SpaMe I 

Manille 

Bafio 

King 

Six 



Spades being Trumps 
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fometimes ufed in Spain. This confifts in a Prefe- 
rence given to one fuit — ufually Diamonds {Oros), 
fo that if the eldeft hand propofes to play the Simple 
game, having a fair hand, we will fay in Spades, 
but one fcarcely good enough to juftify his playing 
Solo, one of his antagonifts, having a good hand in 
Diamonds, outbids him, and demands Favor, in- 
tending to play the Simple game. The eldeft 
hand takes heart, and outbids him again, faying 
'So/o.' His enemy takes heart alfo, and challenges 
So/o in Diamonds, and becomes the Ombre. 

If he wins he receives, and if he lofes he pays, 
double of what is paid in ordinary fuits, i.e. lo 
points for each player inftead of 5, and fo on. 

I have now fpoken of fix varieties of the Game, 
viz. — 

1. The Simple game, 

2. Favor, 

3. Voltereta, 

4. Solo, 

5. Solo Favor, 

6. Solo Vole, 

and their order of preference is according f 
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The barred Vole (30 to each) 60 Points 

But he has won by 

Voltereta . .4 Points 

Primeras . . . 2 „ 
Honours . . . 8 », 

14 



and he will pay each Adverfary . 46 Points 
taking for himfelf from the Pool 5 »> 

and fo reducing his lofs to . • 4^ Points 

If we fuppofe the hand under No. IV. to have 
been dealt him, and that he plays Solo inftead of 
Volteretdy his lofs would be further reduced to 29 
points, by his receiving 1 6 points for Solo inftead of 
4 for Voltereta. 

OF FAVOR. 

Several other Extras have been fometimes in 
vogue, but the game appears to me to be iimpler 
and much better without them. 

The chief of them is Fav6r,^ which is ftill 

^ This ufed fometimes to be called 'Preference/ 




CHAPTER V. 



OF SUNDRY TERMS USED IN THE GAME. 

Pray, Mr. Douflerfwive!, . . . will you have the goodnefs to 
fupply us with a few thumping bluftering terms of art, . . ? 
Sir W, Scott, The Antiquary, ch. xxiii. 

The Frtnchy ever fond of novelty, and equally fickle in their 
Drefs and Diverfions, have inoculated feveral Cyons upon 
the Spanijh Root of this Game of Ombre-. 

CampUat Gamefler^ p. 43, 

Seymour in the above paffage is 
fpeaking of Quadrille and Quintille, 
and other regular varieties of Ombre; 
but it is equally applicable to other 
and fmaller variations, of which the author of the 
"Jeu deTOmbre" (Paris, 17 13) fays in his Preface: 
' Au rejie comme il y a des termes que tout k monde 
rientend pas et qui font croire a ceux qui les ignorerU 
que ceji la magie noire, on les a mis a la fin avec 
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r explication^ pour effacer Vidie que bien des gens ont 
ffm k Jeu de VKombre efi un Jeu barbare^ ou Pon 
ne park pas chritien.^ 

Following his example^ I will fet down here a 
note of fome of the Hazards^ as they ufed to be 
called, which were ufed in the Game of Ombre, 
and which are recorded in the French book above 
quoted, and in the '^ Academic des Jeux '' of 1730, 
and its Englifh tranflation, as well as in other 
books ; but it is ufelefs to fpecify the number of 
points payable for each, becaufe the greater part 
were rarely ufed, and the fyftem of payment under 
which their refpedtive points are fixed is different 
from that adopted in the prefent book. 

They are either technical names for fundry 
phafes of the Game which have been already 
mentioned, or variations of the Game itfelf, which 
have, for the moil part defervedly, fallen out of 
ufe, and which would not have been worth re- 
cording but that a treatife on Ombre would have 
been incomplete without them. 

Consolation. The payment for the Game 
made by the Ombre when he lofl, to the other 
players, was fo called, and was fometimes made 

H 
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not only for Codille but alfo when he was befted. 
The Points for Honours and Solo were alfo fo 
called. 

Forced Spadille is where all the players 
having pafled, the one who may chance to hold 
Spadille is compelled to ' Play.' 

Gascarille is where all have paffed, and one 
declares to play, by difcarding eight cards, and 
naming the Trump after he has taken in from the 
Stock. He receives three points extra if he wins, 
and pays them if he lofes. 

Le BON AIR is playing Solo with the four Ma- 
tadores. 

Parfait contentement, the fame, with five 
Matadores. 

GuiNGOETTE, playing without Spadille or 
Baflo. 

MiRLiKo, playing with the Black Aces, but 
without Manille : or, with Bafto and the Red 
Aces, but with neither Spadille nor Manille. 

Les FANATicyJES, playing with four Knaves in 
one's Hand. 

Charivary, — or the four ^eens. 

Discord, — or the four Kings. 
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La partie quarr^e des Dames du temps, 
playing^^idi xkixtt Kings and a ^een. 

La' triomphante was leading SpadiUe. 

L'EsTRAPADE — a Vole woii with Solo. 

D]£&ousT. A Fine which the lofers oS the laft 
Set of the Game had to pay to the winner. 

Les Yeux de ma Grand' M^REy playing with 
the two Puntas and without SpaSlk or Bajlo. 

La Chicor^e is playing without any Mata- 
dores and only with three or four trumps in 
fequence to them. 

All thefe were called by the whimfical name of 
Pretintailles^ and they could never be enforced 
' without agreement to that effed before the be- 
ginning of the game. When they were in ufe 
the Ombre gained or loft the points they carried, 
according as he won or loft the game. 

There were alfo other terms, now generally 
difufed, fuch as Devole, which was when the 
Ombre made not one trick, in which cafe he paid 
additional points. This was feldom ufed in Three- 
hand Ombre ; but it has the merit of difcouraging 
' Playing ' with an inadequate hand. 

Gano, meaning in Spanifh ' I win,' was a word 
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which the elder hand of the two Adverfaries 
might fay when playing his card, to intimate that 
he meant to win, and that his friend muft let the 
card pafs if he could, but this could only be done 
to ' defend the Pool/ that is, to befte the Ombre, 
but not to give him Codille. 

Seymour fays, ' He who afpires at Codille ihould 
play with Honour, and, as I obferved before, 
never demand Gano^ when he is fure of winning 
four Tricks; but as there is no penalty in this 
cafe, all the Defence we can have againft fuch 
people, is to play with them no more/ 




CHAPTER VI. 



GENERAL RULES. 

Thet taught him with addrers and flull 
To Ibine at Ombre and Quadrille. 
1771, Cawthorne, Birth and Educatun ofGenius^ I. 323. 

ifi Chum. But is this law ? 
%nd Cbwn. Ay, marry is't. 

Shakespeare, Hamltt, A& v. Sc. i. 

THE DEAL. 

^ HE penalty for a Mifdeal is a payment 
of twenty points to the Pool. 

II. In cafe of MilUeal the Dealer 
deals again. But by confent of the 
other players, any one having one card too few 
may take the top card ftom the Stock ; or having 
one too many may re^fy it in his Difcard. No 
one who has more than nine cards dealt him can 
play Solo. 
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III. Any one having too many or too few 
dealt him, muft mention the defedl or excefs be- 
fore 'playing' or 'pafling,' or muft pay twenty 
points to the Pool. If he plays with more or lefs 
than nine cards, the hand is null if he wins, but 
if he lofes, he muft pay. 

IV. If after the difcard, but before the lirft 
card be played, any one be found to have too 
many or too few cards, the Dealer (or the right- 
hand Adverfary, if it be the Dealer himfelf who 
is at fault) ftiall reflify it, either by drawing a 
card from his hand, or by giving him one at ran- 
dom from the difcard, as the cafe requires. 

V. If the Dealer face a card he lofes twenty 
points and deals again. 

VI. If any one deal out of his turn, he lofes 
his five points, and the right Dealer deals ; unlefs 
the cards have been all taken up, in which cafe 
the deal holds, but the Dealer cannot be Ombre. 



THE PLAY. 



VIL When a trick is being played, any player 
may defire the others to draw their cards ; and 
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before the trick is turned and in place, any one 
may demand to fee it and the previous trick. 

VJII. If any one leads out of his turn, he pays 
twenty points to the Pool : but the trick is good 
if all the cards have been played ; and if not, not. 

[X. If any one play a card in . error, or let it 
fall aod it be faced, it muft be confidered as his 
play,.unlefs it be a Revoke, in which cafe it may 
be rectified before the trick is turned and the firft 
card of thp next trick played. 

X. If leither Adverfary by word or gefture in- 
dicate to his friend what cards he has, he (hall 
pay twenty points to the Pool for each card 
fhown, or for each offence. 



THE REVOKE. 

, • . It ■ • 

XI. The Penalty for a Revoke is a Puefla^ 
whatever it be. See pp. 31 and 108. 

XII. A Revoke may be re^ified as provided 
in Rule IX. ; and the Ombre (or, if he be the 
offender, the right-hand Adverfary) muft then 
dired him who made the Revoke what card he is 
to play to the lead. 
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XIII. If any one win after revoking, he| 
nothing, not even the Extras ; and if it be the 
Ombre and he wins the Vole, he pays as if it had 
been barred. See p. 40. 

XIV. If the Ombre be hefted after revoking, 
his Puefta is feparatcd (or rcfcrvcd) from that 
which he pays as Penalty (fee p. 34). If he be 
given Codillc, he pays the winner as ufual, as well 
as his own Penalty and the Extras. 

XV. If an Advcrfary revoke and bar the Vole 
thereby, he pays, befides his Penalty, the thirty 
points, not for himfelf but for his friend, 

XVI. If a hand be annulled for any caal 
Revoke made in it counts. 

Any one who wifhes to be guided by the more 
elaborate and particular rules obferved in Spain 
will find them in the Appendix ; but irrefpe&Jve 
of thefe, any matter here left undecided may be 
determined by the ordinary rules of Whift, fo far 
as there is any analogy between the two G; 



CHAPTER VII. 

SPECIMENS OF HANDS AND GAMES. 

Bni. Give me your hands all over, one by one. 

Shakespeare, yulius Ctefary kQ. u. Sc. i. 

0th, A liberal hand: The hearts of old gave hands: 
But our new heraldry is — hands, not hearts. 

Shakespeare, Othtlb^ A£t iii. Sc. 4. 




^N the following chapter I mean to 
give a lift of Hands with which one 
may fairly venture to ' Play,' but of 
courfe it will be onderftood that there 
are hundreds of other fafe combinations, and that 
almoft all combinations, however apparently fafe, 
arc liable to be overthrown by bad fortune — and 
by bad play. 
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This will be feen by feveral gameSi Simple and 
Solo, which I add in continuation. 

The letters A^ B, and C, reprefent eldeft, 
fecondy and youngeft hand, and I have in each 
trick diftinguiihed the letter denoting the winner 
by a different type. 

The following hands give a reafonable proba^ 
bility of fuccefs in a Simple ^WXlt. The Trumps 
only are noted here ; but in the Solos other cards 
alfo. 

In the Black Suits : 
Manille, 1 

or i Bafto, King, Five. 
Spadille, J 

King, Four 
Spadille, Manille, 'j or 

Seven, Six. 
Spadille, Bafto, Queen, Seven. 
Manille, Bafto, Queen, Six^ Five. 
Spadille,] 



Manille, 

or 
Bafto, 



King, Queen, Knave, Seven. 
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Manille, Bafto/Sbven, Six, Five, Four. 
Ki^gf Queen, Knave, Seven, Six, Five. 
Spadille, King, Queen, Four, Three. 



t ' 



rp2 th: Red Suits : 

Spadille, Manille, Punto, Four. 
Bafto, Manille, Punto, Two. 
Spadille, Bafto, Punto, Three. 

SpadOle, ManUk, King, { ^~°- ^^^^_ 



King, Queen, Knave. 



Spadille, Bafto, 

Bafto, Punto, 

Manille, Punto, 

m ^ .tt « /^ ( King, Queen, Three. 
Manille, Bafto, i ,, ^ ^ r^, 

I Knave, Two, Three, Five* 

Spidille, Bafto, King, Two. 



• > • • •/ 



'For (dOltCtCttt I tnay give as fpecimens Spa- 
<Ulle, Three Manilles, and a King ; and the hand 

of Spanifli cards placed before p. 7.^ 

4 ' . .... , . . •. . • ■ 

^ Ace of Spades (Spadille or Efpada\ Ace of Clubs (Bafto), 
^g and Ace of Hearts {Copas\ King and Queen of Spades 
{^iaiai)y Queen and Ace of Diamonds {Oros\ and Deuce of 
Clubs (jS^^j). 



Spadille, ManiUe, 
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For ftolOS ; In the Black Suits : 

fBafto, King, Six of Trumps, 

and a trumping Suit. 
King and Knave of Trumps, 
two other Kings, and a 
trumping Suit. 
Baflo, Three of Trumps, a 
Heart, and a trumping 
Suit. 

( Queen, Knave, Four, Three of 

Trumps, and another King. 

Manillc, Bafto, \ King, Six, Five, Four of 

Trumps, a Heart, and a 

trumping Suit. 

Barto, King, Queen, Knave, Seven, Six of 
Trumps, and ;i King of another Suit. 

King, Queen, Knave, Seven, Six, Five, Four 
of Trumps, and a King of another Suit. 

Spadille, King, Queen, Seven, Six, Four of 
Trumps, another King, and two trumping Suits. 

Manillc, King, Queen, Knave, Seven, Four of 
Trumps, another King, a red card, and a trumping 
Suit. 
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In the Red Suits : 

f Three, Four, Five of 
Trumps, and a King 
of another Suit. 
King,Three ofTrumps, 
and another King. 
Spadille, Manille, Punto, ( Six of Trumps, an- 



Spadille, Manille, Bafto, 



other King, and 
two protected 
Queens. 



Three, 
Manille, Bafto, Queen, 
Knave, Two, 

Punto, King, Queen, Knave, Two, Three, Six 
of Trumps, and another King. 

Manille, Bafto, Punto, Three, Four, Five of 
Trumps, another King, a black card, and a trump- 
ing Suit. 

Spadille, Punto, King, Queen, Two, Six, of 
Trumps, and a King, Queen, Knave of another 
Suit. 

Alfo the hand fhown at the end of the Book — 
viz., Spadille, Manille, King, Queen, Three, Four 
of Trumps, King of Spades, Knave, and Seven of 
Hearts. 

Here follow the games. 
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A ©OlO Game, Spades being Trumps, and the 
Ombre eldeft hand, 

A. (Ombre) Manille, King, Queen, Knave, Six of 

Trumps, King of Clubs. 
King of Diamonds. 
Queen and Three of Hearts. 

B. Spadille, Seven, Five, and Four of Trumps. 
Queen and Knave of Clubs. 

Six of Diamonds. 

King and Knave of Hearts. 

C. Bafto and Three of Trumps. 

Knave, Two, Three, Four of Diamonds, 
Ace, Four, Five, of Hearts. 



1 ji. Kir 


ig of ClubB. 


B. Knave. 


C. Three of T: 


T, C. Act 


■ of Hcaite, 


A. Q.«i,. 


B. King. 


3 B, Kn; 


ave of Hearts. 


C. Four. 


A. Thi«. 


4 B. Cu, 


re n of ClubB. 


C. Bafto. 


A. ManiUe. 


5 ji. Ki> 


,g of Tramps. 


B. Spadille. 


C FourofDia 




of Diamonds. 


C. Knave. 


A. King. 


7 A. Qu. 


*n of Trumps. 


B, Four. 


1 


8 A. Kn; 


ave of Trumps. 


B. Five. 


I C. Any cards. 



Where the Ombre is hefted, having the fame 
number of tricks as his firft Adverfary. 

Or, let him pafs the fourth trick ; the play 
being 
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Trick 








4 B, Queen of Clubs. 


C. Bafto. A. 


King of Diamonds. 


5 C. Ace of Hearts. 


A. Knave of Tramps. B, 


Six of Diamonds. 


6 A. Manille. 


B. Four of Tramps. ^ 






7 A. King of Tramps. 


B. Five. 


' C 


Any cards. 


8 A, (^aeen of Trumps. 


B. SpadUle. 


^^m 


9 B. Seven of Tramps. 


A, Six. ) 




• 1 



Where he is given Codille, having but three tricks 
to four of the fecond, and two of the third player. 
On the other hand, if B had taken the 6th or 
7th tricky the Ombre would have won four to his 
three. 



Trick 


» * m 


6 A, Manille. 


B. SpadiUe. 


7 B, Seven of Trumps. 


A. King. 


8 A. Qvueen of Trumps. 


B, Four. 


9 A. Six of Trumps. 


B. Five. 



C. Any cards. 



Or, if the Ombre had begun differently, with 
a view to get the command of Trumps, he would 
have won the game. 



Trick 


• •■' " 


I 


I A King of Trumps. 


B. SpadUle. 


G Three. 


2 B. (^ueen of Clubs. 


C. Bafto. 


A. King of Clubs. 


3 C. Five of Hearts. 


A, (^ueen. 


B.King. 


4 B. Knave of Hearts. 


C. Four. 


A, Three. 



Where the firft Adverfary, JJ, has three tricks, 
but wins no more, becaufe the Ombre remains 
with Manille, Queen, Knave, Six of Trumps, 
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and the King of Diamonds, which are five certain 
tricks. 

Another @0l0, Clubs being Trumps, and the 
Ombre fecond hand. 

A. Six of Trumps. 

King and Six of Diamonds. 

Six and Seven of Spades. 

King, Knave, Ace, and Six of Hearts. 
5. {Ombre) Manille, Bafto, King, Queen, Five, 
and Three of Trumps. 

Knave of Diamonds. 

Queen and Three of Spades. 
C Spadille, Knave, Seven, and Four of Trumps. 

Ace, Two, and Three of Diamonds. 

King and Knave of Spades. 



Trick 






1 A. King of Hfatts. 


B. FiveofTninips. 


C. Se«nofTTWps 


1 C, Ace of Diamonds. 


A. King. 


B. KnaTC. 


3 A. Sii of Spades. 


B. Thr«. 


C, Knave. 


4 C. King of Spades. 


A. Seven. 


B. Que™. 


5 C. Spadille. 


A. Si. of Trumps. 


B. Three. 


6 C. Knave of Trumps. 


A. Sir of Diamond!. 


B. Qiistn of Trumps. 


^ B. mmjuc 


1 




8 B. Bafto. 


C. and A. any cards. 




9 B. King. 


) 





Where the Ombre is befted, having four tricks to 
Cs four. 



specimens of Hands and Games. 65 

But he might have won the game in two ways : 
Firft: by throwing away his Knave of Diamonds 

to the King of Hearts, thus getting a trumping 

Suit« 



Trick 

I A, King of Hearts, 
a C Ace of Diamonds. 

3 B, Manille. 

4 C. King of Spades. 

5 C. Knave of Spades. 

6 B. Bafto. 

7 B. King of Trumps. 

8 B. Queen. 

9 B. Five. 



B, Knave ofDiamonds. C. Four of Trumps. 



} 



A, King. 

C. SpadUIe. 

A. Six. 

A Seven. 

C Seven of Trumps.) 

C. Knave. J 

C and A, any cards. 



B. Three of Trumps. 
A Six of Trumps. 
B, Three. 
B. Queen. 

A any cards. 



Where he muft win five tricks. 

Secondly: by putting a high Trump on the 
King of Hearts. 



Trick 

I A King of Hearts. 
% C. Ace of Diamonds. 

3 A Seven of Spades. 

4 C. King of Spades. 

5 C. Deuce of Diamonds. 

6 B. Manille. 

7 B. Bafto. 

8 B. King. 

9 B. Five of Trumps. 



J9. (^ueen of Trumps. 

A. King. 

B. Three. 
A, Six. 
A, Six. 

C. Knave of Trumps.' 
C Seven of Trumps. 
C Four of Trumps. 
C. and A any cards. 



C. Spadille. 

J9. Knave. 

C. Knave. 

B. Queen. 

B. Three of Trumps. 

A, Any cards. 



Where he wins five tricks. 

Another ^OlO in Diamonds, the Ombre being 
Third Hand : 
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A. Punto, King, Knave, Seven and Three of 
Spades, Six, Five, Four, and Three of Clubs. 

B. Spadille, Knave, Two and Five of Trumps, 
King of Clubs, King, Queen, Five and Six of 
Hearts. 

C. {Ombre) Manille, Bafto, King, Queen, Three, 
Four and Six of Trumps, Knave of Clubs and 
Hearts. 

Here the Ombre may lofe, notwithftanding 
his brilliant hand, through the ill fortune of Punto 
being held by the eldeft hand. 



Trick 








1 yi. SiiDfCluhi. 


B, Ki 


E- 


C KnivF. 


I B. King of Htarti. 


C. Kn 




A. Thr« of Clubs. 


3 B. Qu«„ of H«rB. 




g of Trumps. 


A. Punlo. 


4 ^. Fi« of Clubt 


B. Kn 


ve of Trump 


C. gueen of Trump 


5 C. B»fto, 


A. Fou 


r of Clubs. 


B. Fivf of Trumps. 


6 B. FmofHeirti. 


c. Six 


of Trumps. 


A. Three of Spida. 


7 C. ThTHofTmnip.. 


A. Sev 


n of Spades, 


B. TwocfTnimps 


% B. SpidilU. 


C. Fou 


. of Trump,. 


A. Kna»ofSp>de< 


9 B. SiiofHcatt.. 


A. Kin 


gofSp>d«. 


C. Manille. 



So B and C win four tricks apiece, and the lat- 
ter is befted : but he would certainly have won if 
he had trumped the third trick with a fmall card, 
leaving the King to take the place of the Three 
in the feventh trick. 
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I will now fet down a few Simple tf amejS as 
inftances of how they may be won or loft. 

-F/r/?, in Spades ; the Ombre being Eldeft Hand. 

• . • - * 

A. {Ombre) Spadille, Manille, Six, Five, Four, 

and Three of Trumps. 
He takes in alfo a Heart, a Club, and a Diamond. 

B. Bafto and Seven of Trumps. 
Ace of Diamonds. 

King, Seven, and Six of Clubs. ; 
Knave, Three, and Six of Hearts. 
C King, Queen, and Knave of Trumps. 
King, Knave, and Two of Diamonds. 
Queen of Clubs. . 

King and Seven of Hearts. 



Trick 

1 A. Spadille. 

2 A» Four of Hearts. 

3 C. (^ueen of Clubt. 

4 C. King of Diamonds. 

5 C Knave of Diamonds. 

6 J9. King of Clubs. 

7 A, Six of Trumps. 

8 C Seven of Hearts. 

9 A. Four of Trumps. 



B, Seven of Trumps. 

B, Three. 
A, Five. 
A, Three. 

A, Three of Trumps. 

C. (^ueen of Trumps. 

B, Six of Hearts. 

A. Five of Trumps. 

B, Seven of Clubs. 



C Knave. 
C. King. 
B. Si^ 
i?. Ace. 

B. Bafto. 

A. Manitle. 

C. King of Trumps. 

B, Knave of Hearts. 
C Two of Diamonds. 



Where C takes four tricks, JS one, and the Ombre 
four, and is befted. 
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The Ombre fliould have led off SpadiUe and 
Manille, and thus drawn all B's Trumps and two 
out of C'j Three, and he would have almoft in- 
fallibly won. 

Second, in Hearts, the Ombre being Second 
Hand. 

A. Manille, Bafto, King, and Five of Trumps. 

King and Qu^een of Clubs. 

Queen, Knave, and Three of Spades. 
E. {Ombre) Spadille, Punto, Queen, Two, Three, 
Four, and Six of Trumps. 

King of Diamonds. 

Knave of Clubs. 
C. Knave of Trumps. 

King, Seven, Six, and Five of Spades. 

Six of Clubs. 

Queen, Three, and Five of Diamonds. 



rick 
I A. King of Clubs. 


B. Kna 


^ 


C. Si>. 




s A. fiueenofClubi. 


B. Twp 


of Trump 


. C. Km 


»? nfT 


3 C Three of Diamond!. 


A. Five 


0/ Trump 


B. Kin 


ofDl 



So that A, having two tricks certain in his hand, 
is fure to make a Puefta of the game. 
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But if the Ombre had trumped the fecond trick 
with his Queen, he would have won the trick, 
and the third trick would have been 

Trick 

3 B» Six of Trumps. C Knave. A. King. 

leaving him a much better chance of winning the 
game. 

I'bird^ in Clubs, the Ombre being Youngeft 
Hand. 

A. Manille, King, Knave, and Four of Trumps. 
Knave, Ace, and Two of Hearts. 

Two of Diamonds. 
Seven of Spades. 

B. Seven and Three of Trumps. 

Knave, Ace, Three, and Six of Diamonds. 
King, Six, and Three of Spades. 

C. {Ombre) Spadille, Bafto, Queen, Six, and Five 

of Trumps. 
King, Three, and Seven of Hearts. 
King of Diamonds. 

Trick 

I A, Two of Diamonds. J9. Six. C. King. 

» C, King of Hearts. A, Two. B. Seven of Trumps. 

3 2?. Three of Trumps. C. Queen. A.King. 
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Jketched by Pope, filling in the colours and all the 
lights and Ihades, and making, as well as I can, a 
complete picture. 

Here follows the passage from the ' Rape of the 
Lock,' to which I have above referred : it con- 
tains a perfeitly accurate account of the game, 
and Ihows that, in its main features at leaft, it was 
precifely the fame in England in the reign of 
Queen Anne as it is now' in Spain in the reign 
of King Mob. It is alfo interefting to fee from 
Pope's defcription that the Court (or Coat) cards of 
his time were figured precifely as are thofe which 
are at prefent in ufe in England, or rather which 
•were in ufe until the ugly but convenient fafhionof 
double-headed Kings, Queens.and Knaves came up. 

The lines are — 

Belinda now, whom thirft of fame invites, 
Hums to encounter two adventurous knights, 
At Ombre fingly to decide their doom; 
And fwelis her breaft with conqucfts yet to come. 
Straight the three bands prepare in arms to join, 
Each band the number of the facred Nine. 
Soon as (he fpreads her hand, the aerial guard 
Defcend, and fit on each important card: 
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CHAPTER VIII. 



BELINDA S GAME. 



Thi[1K not when Woman's tranflent breath is fled 

That all her vanities at once are dead: 

Succeeding vanities (he ftill regards, 

And the' Ihe plays no more, o'erlooks the cards. 

Her joy in gilded chariots, when alive, 

And love of Ombri, after death furvive, 

PoPEi Rape o/the loci. Can. I. 

Have I not here the beft cards for the game. 
To win this cafy match ? 

Shakespeare, K. John, kdi v. Sc. 2. 

^ HE games detailed in the laft chapter 
\ are fuch as fuggefled themfelves to 
me as typical examples of our game ; 
but I will borrow as the fubjeifl of 
the prefent chapter the idea of another writer, a 
mafier of the theory and pra£tice as well of Om- 
bre as of Whift, and play out Belinda's game as 
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Now to the Baron fate incline! the field. 
His warlike Amazon her haft invades 
The imperial confori of the crown of Spadei. 
The Clubs' blacic tyrant firil her vi£liin died, 
Spite of hii haughty mien and barbarous pride : 
What boots the regal circle on his head, 
His giant limbs, in Itate unwieldy fpreadi 
That long behind he trails his pompous robe, 
And, of all monarchs, only grafp^ the globe? 
VI. The Baron now his Diamonds pours apacei 

The embroider'd King who fhows but half his face, 

VII. And his refulgent Queen, with powers combined, 
Of broken troops an cafy conqucJl And. 

Clubs, Diamonds, Hearts, in wild diforder feen, ' 

With throngs promifcuous ftrow the level green. 

Thus when difperfed a routed army runt. 

Of Afia's troops, and Afric's fable fons. 

With like confufion dlft'erent nations fly, 

Of various habit, and of various dycj 

The pierced battalions difunited fall, 

In heaps on heaps ; one fate o'erwhelms them all< 

VIII, The Knave of Diamonds tries his wily arta 

And wins (oh fhameful chancel) the Queen of B 
At this the blood the virgin's check forfook, 
A livid palenefs fpreads o'er all her looki 
She fees and trembles at the approaching ill, 
Jufl in the jaws of ruin and c<>dille. 

JX. And now (as oft in fome diftemper'd Hate) 
On one nice trick depends the general faie^ 
An Ace of Hearts ftcp* forth, the King unfe 
Lurk'd in her hand, and mourn'd his captive ^ 
He fprings to vengeance with an eager pace, 
And falls like thunder on the proftrate Ace. 
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The nymph exulting fills with 0iouts th^ (ky^ 
The walls, the woods, and long canals reply. 

The ingenious author* of *Gryll Grange' (1861) 
has the following comment on this pafTage : — 

* Miss Ilex. 

• ■ . • ' . ' . . 

* The variety of the game called Tredrille-7-the 
Ombre of Pope's " Rape of the Lock"- — ^is a plea- 
fant game foe three. Pope had many opportunities 
of feeing it played, yet he has not defcribed it 
corrci^y : and I do not know that this has been 
obferved. 

*The Reverend Doctor Opimian. 

^ Indeed, I never obferved it. I (hall be glad 
to know how it is fo. 

* Miss Ilex. 

* Quadrille is played with forty Cards ; Tredrillc 
ufually with thirty : fometimes, as in Pope's Om- 
bre, with twenty-feyen. In forty cards, the num- 
ber of trumps is eleven in the black fuits, twelve 
in the red ; in thirty, nine in all fuits alike [Seven 

^ Mr. Peacock. 
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cards in each of the four fuits in addition to Spa- 
dille and Bafto]. In twenty-feven they cannot be 
more than nine in one fuit and eight in the other 
three. In Pope's Ombre fpades are trumps, and 
the number is eleven : the number which there 
would be if the cards were forty. If you follow 
his defcription carefully, you will find it to be fo.' 

In this criticifm there is the error of fuppofmg 
that Tredrille was the fame as Ombre. The for- 
mer Is a variety of Quadrille (juft as Quadrille was 
a variety of Ombre), and is thus defcribed by Sey- 
mour : — 

' There are fome people who will play at this 
branch of Ombre' [Quadrille] 'by dealing out 
77/7 cards apiece between Three, and this, in down- 
right Irijh phrafeology, they call Three-handed 
^adrille; which in plain Englifli is Four-handed 
Ombre played by Three perfons. But this filly 
manner rather deferves our ridicule than any other 
notice.* 

To play it, one leaves out one whole fuit of an 
Ombre or Quadrille pack — the French leave out 
the Six of Hearts, and all the Diamonds but the 
King — thus making a pack of thirty cards ; and 
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the game is played, as nearly as may be, according 
to the laws of Quadrille. 

The game which Pope defcribes is, as I have 
faid before, none other than our Ombre, and could 
not be played with twenty -feven cards. *Mifs 
Ilex' has omitted to take the Difcard into account, 
which in Ombre always contains (or elfe makes 
up with any of the cards left in the Stock by the 
players) thirteen cards ; thefe thirteen, with the 
twenty-feven held in the three hands, making in 
all forty. There is, I believe, no variety of this 
game which is played with twenty-feven cards* 
only; but Pope mentions no greater number, 
becaufe he does not detail all the incidents of the 
game, but pafTes at once to the marfhalling of 
the Forces, the word of Command, and the 
Battle itfelf. 

^ It would not be eafy to devife a mode of treating a pack fp 
as to deal and ufe only twenty-feven cards. If one dealt with 
a full pack, one might be playing with neither Spadille, Manille, 
nor Bafto in any hand, which would be abfurd. If one rejected 
all numerically below a certain point, the red fuits would lofe 
fome of their better cards and the black fuits fome of their 
worfe; and befides, the fuits being four in number, it feems quite 
neceflary that the pack fhould confift of a number diviiible by 
four, which twenty-feven is not. 
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Seymour, in his * Compleat Gamefter,' written 
in I734> about twenty years after the 'Rape of 
the Lock,' quotes Pope's defcription as entirely 
applicable to the Game of Ombre, the rules for 
which he had juft been laying down. I Ihould 
add that this book of Seymour's is by far the 
beft Englifh account of the game as played in his 
day. 

I may obferve here that there was alfo a Two- 
handed Ombre, played, like Tredrille, with 30 
cards, one of the red fuits being put afide. If 
each player has nine cards the Stock would be 
12; but fomctlmes each had eight, dealt firft by 
threes, and then two apiece, in which cafe the 
Stock is 14. The game proceeds, as nearly as 
may be, like the three-handed Ombre : but, as 
Seymour fays, 

* Now after all that is faid, the Original Ombre 
by Three is much more agreeable than any of 
thefe new Grafts with which the old Stock has 
been loaded.' 

We will place the combatants at their table ; 
Sir Anonym (as the above-mentioned writer calls 
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the third player) being at Belinda's right hand, 
and the Baron at her left. 

Sir Anonym makes the cards, and hands them 
to Belinda, who has already, being of right the 
Dealer, placed five fifh in the Pool ; and fhe, after 
a flight fupplementary fhufHe, fets them before 
the Baron to be cut, and that done, fhe deals 
them, three by three, beginning with Sir Anonym, 
giving nine to each player, and leaving thirteen in 
the Stock. 

Let us fuppofe the Game to be carried on with 
varied fortune, and let us take it up at a point when 
the Pool is empty, and it is the Baron's turn to deal. 

HeL pays his five points to the Pool, and deals 
the three hands as follows.:— «• r ^ 



SntANdihrM. ^ Thk Baion. ' ' 'Bxunda. 

.Si^ of Spade*, r - r Queen ^ , ^. Sptdille, 

Four of Spadfe*. Kn,^e 

S* lofClubt. ^'''* 

Knave ^ 

Two 

Three 



/• .'• 



of Spades. L of Spades. 

Two/ 



Si)- 

Jng 
Frve of If earts. Seven 



J;;^}ofDi«n«nd.. 2gr^ 

tven ) 



of Hearts. «« ^m _^ « h of Hearts. 



^" ?^1 of Clubs. I!?*" .1 of Diamonds. 
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The following is the Stock, in the order in 
which it would be taken by the Players. 



The Blron, 
p.gl, 






P' 9*. Sir Anonym, J The Bun 

j 7 ardi. V 4 aih. 
Bclindi, p. \ 



( Kjiare of Club.. ' , | The B«n>n, Y 

p. 101, I 




Belinda, having ' reviewed her Jorce 'with care,' 
finds that fhe has a very promifing hand in 
Spades. It is fcarcely fo ftrong in trumps as 
thofe mentioned on page 63, but with two 
Kings, — of Clubs, that is, and Hearts, — it is 
more than fufficient tojuftify the venture; fo (he 
fays, ' I play.' 

Sir Anonym, the next player, cannot choofe 
but acquiefce. If he were to outbid Belinda, it 
muft be, of courfe, by playing Voltereta or Solo. 
The firft. is out of the queftion, as he has but one 
fuit ; and the fecond ftill more fo, for his one fuit 
of Hearts is hopelefs even for a fimple Game 
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where he would have the advantage of difcard- 
ing ; much more than where he muft play with- 
out difcard : He therefore fays * Well/ 

The Baron wifely waftes no time in confidering 
a Solo : But fhall he venture to play Voltereta ? 
His hand in Spades is good, and in both Diamonds 
and Clubs he has a Manille ; and he knows that 
he can but furrender if fortune fails him in the 
difcard. But a perverfe fate might give him a 
Heart^ as the turn-up card, and then defeat or 
furrender would be inevitable, while in no cafe 
but Spades would his chance be good. So with 
valorous difcretion, he alfo leaves the field clear 
for his fair adverfary, and fays * Well/ 

Belinda then, crying * Let Spades be Trumps ! ' 
difcards the Three of Clubs, the Two and Three 
of Diamonds, and the Seven of Hearts (which 
laft, had Sir Anonym played on his beft fuit, 
would have borne an honoured place as Manille, 
but is now the feebleft of his race), and places 
them on the pool-difh; then laying down her 
own hand, (he takes up the Stock, deals herfelf 

^ In fuGt he would turn up Bafto; and, having but three 
trumps and no renounce, would of courfe furrender. 

M 



four new cards, and waits to know what her 
opponents will take. 

Sir Anonym, having a miferable hand, will not 
run the rifle of fpoiling his friend's chance by 
taking the firft choice, and befides, defires to give 
him the legitimate advantage of knowing that hs 
makes no pretenfions to beat the Ombre, between 
whom and the Baron the conteft practically lies. 
Sir Anonym, therefore, fays to the latter, 'Will 
you take?' The Baron bows, and difcards his 
Clubs, Hearts, and the Seven of Diamonds, re- 
ceiving four new ones from the Dealer. Five 
then remain for Sir Anonym : What will he do 
with them ? He cannot hope to win, for Belinda 
mull have a good hand, or ihe would not have 
been Ombre ; the Baron muft be prefumed to 
have a fair hand, or he would not have accepted 
his offer to precede him in the Difcard. The 
chances are then that the live remaining in the 
Stock would be worth, as an addition to his hand, 
little or nothing. He might therefore, very pro- 
perly, refufe to difcard at all, fearing lefl a too 
kind fate might fend him Spadille and Manille, 
or Spadille and a making king, and thus caufe 
him nolens vokns to make two tricks, and enfure 
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to the Ombre either viftory over himfelf and the 
Baron, or Codille at the hands of the latter (fee 
p. 24) ; and had he taken this courfe there might 
have been fome hope of fafety ; for Diamonds 
might have been led, which v^rould have brought 
in one of his two trumps, and thus given the 
fingle trick he defired. As the cards lie, Belinda 
being eldefl hand, this would not have happened ; 
for fhe would not in any cafe lead a fmall Dia- 
mond; and, in fa£t, fhe wifely draws both his 
trumps in the two firft tricks. But I will examine 
later on (fee p. 89) how this play would have 
anfwered, had the Baron been eldefl hand. 

Sir Anonym, however, is an 'adventurous 
knight,' and rafhly tries, having a renounce al- 
ready in Diamonds, to clear his hand of Clubs, 
and fo, having a renounce in that fuit alfo, to 
give himfelf a better chance of winning the one 
trick which it is his interefl to make. He dif- 
cards, therefore, his three Clubs, afking for three 
new cards ; and exercifing (or not) his right of 
turning up the remaining two, to gratify his own 
curiofity and that of the other players, he places 
them (the Ace of Diamonds and the Queen of 
Clubs they turn out to be) face downwards on 
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the pool-di(h, where already he the eleven cards 
before difcarded. In the Hft of the Hands I have 
italicized the rejefted cards, and will do the fame 
in the new lifts by thofe taken in their ftead. 

Belinda finds her hand, as recruited and re- 
arranged, to confift of 
Spadille, 

Two of Spades (Manille). 
Bajio. 

King of Spades. 
King of Clubs. 

y^^ I of Hearts. 
Siueen) 

^ I of Diamonds. 
Four J 

an excellent hand, and giving promife of * con- 

quefis yet to come* 

But the Baron's hand is alfo excellent, and he 

fees already in his grafp the twenty points which 

muft be his if he can but give Codille to ' the 

Jkilful nymph,' befides the points which he may 

claim for Honours, if, as feems likely, from his 

holding none himfelf, fhe (hould hold them all, 

and yet fhould lofe the game. 
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He holds 



of the eleven. 



Queen ^ 

Knave m % »-»• 

of Spades. — Five trumps out 

Seven ^ ^ ^ 

Five 

Three ^ 

King 

^een - of Diamonds. 

Knave - 

Ace of Hearts. 



The haplefs Sir Anonym has taken the Four 
of Hearts^ the Knave of Clubs, and the Six of 
Diamonds, fpoiling his hopes of a Renounce. 

His hand is 

^ \ of Spades. 
Four J ^ 

Knave of Clubs. 

Knave 

Two 

Three 1^ of Hearts. 

Four 

Six 

Six of Diamonds. 
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The Trenches are now open, and the laft 
Parallel complete, and Belinda gives the order for 
the advance. 

' Now move to war her fable Matadores.' 

Trick I. fe&C leads Spadille, Sir Anonym the 

Four, and the Baron the Three, of Spades. 
Trick 2. ISelinDa leads Manille, drawing Sir 
Anonym's one remaining Trump, the Six, 
and the Baron's Five. 
Trick 3. TBElinDa plays Bafto, Sir Anonym any- 
thing (his cards are all 'plebeian' now), and 
the Baron the Seven of Spades. 
Trick 4. TBelinDa leads her laft trump, the King 
of Spades, and draws the Baron's Knave, and 
Sir Anonym's Knave of Clubs. 
Belinda muft now be getting anxious ; ftie has 
made her four certain tricks ; but to win the 
game Ihe muft either make another trick, or dex- 
teroufly divide the five remaining tricks between 
her opponents. Gladly would Sir Anonym help 
her to do this laft, but he is powerlefs. The 
Baron has the eleventh trump, and may take 
whichever King ftie leads, and If he holds the 
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King of Diamonds and no card of her remaining 
King's fuit^ her fate is fealed. 
Trick 5. She plays the King of Clubs, Sir Anonym 
the Four of Hearts, and the IBStOtl trium- 
phantly, the Queen of Trumps. 
Trick 6 is won by the 'Baton's King of Dia- 
monds, Belinda following fuit. 
Trick 7. By |)ij5 Queen, Belinda playing the Five. 
Trick 8. ^tg Knave of Diamonds wins, Belinda 
throwing away the Queen of Hearts. 
No wonder now that * the blood the virgin* s 
cheek forfakes ! * The tricks are equally divided 
between her and the Baron, and the ninth muft 
give the majority and the game to one or the 
other. There is no hope even of Sir Anonym's 
winning one and making a Puefla, if her own 
card is not fuccefsful ; and if the Baron holds 
another Diamond, as he well may, no fkill can fave 
her from * ruin and codille* She has fhown four 
honours, and her lofs will be twenty-eight points. 

But fortune favours the fair ; and now, in 
Trick 9, the Baron plays the Heart, and IBelinDalBf 
King falling * like thunder on the projirate 
Ace^ gives her the game ; the five points of 
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the pool are hers, and each player pays her 
five points for the game, and four for honours ; 
fo that her winnings are twenty-three in all. 

Sir Anonym had had fufficient experience to 
caufe him to refrain from difcarding before his 
ally the Baron (p. 82), but the temptation of trying 
his luck with what was left in the ftock was too 
ftrong for him. Let us fee what his cafe would 
have been had he yielded to the ftronger tempta- 
tion of taking the difcard in his turn, inftead of 
yielding it to the Baron, throwing away all his bad 
cards while he could, for the chance of getting 
better. 

He would have difcarded, then, his Clubs and 
Hearts, and remained only with the Six and Four 
of Trumps, taking in but one more trump, the 
Seven, the ^(Vn, Knave, and Six of Diamonds, 
the j^ce and Four of Hearts, and the Knave of 
Clubs ; a feeble hand, which itfelf can make no 
rcfirtance to Belinda, and by foreftalling the Seven 
of Trumps which would otherwife have fallen to 
the Baron, makes his hand alfo hopelefs. 

But if Sir Anonym reiifts temptation at both 
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ftages, we have feen the refult^ Belinda being 
Ombre and eldeft hand, on p. 83 : let us now fee 
what it would be under the circumftances which 
I will now fuppofe, viz., Belinda being OmbrCj^ 
himfelf Dealer, and the Baron therefore having 
the lead. 

The hands would be — as well here as in the cafe 
fuppofed on p. 83 — ^for Belinda as on p. 84, for 
the Baron as on p. 85, and for Sir Anonym that 
originally dealt him (p. 79). 

If the Baron leads Trumps, either in the firft or 
fecond trick, the game falls at once into Belinda's 
hands, as in the Poem. But if he leads the King 
of Diamonds, the tricks fall thus : — 

1 . The Baron leads the King of Diamonds, Be- 
linda the Four, %ix 9nonpm trumps with the Six. 

2. Sir Anonym Four of Trumps, the Baron the 
Five, TBeUnDa the King. 

3. 'BcItnDa Spadille, Sir Anonym the Knave 
of Hearts, the Baron the Three of Trumps. 

4. 'BelinDa ManiUe, Sir Anonym the Seven of 
Clubs, and the Baron the Seven of Trumps. 

5. IBelmDa Bafto, taking Sir Anonym's Two 
of Hearts and the Baron's Knave of Trumps. 

N 
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And (he has the game in her hands; for either the 
next trick is 

6. TPelinDa the King of Hearts ; fecuring the 
game, or, 

6. Belinda King of Clubs, the TBaron Queen of 
Trumps, and Sir Anonym the Six of Clubs. 

7. The TBaron'S Queen of Diamonds takes the 
trick, Belinda playing her Four of Diamonds, and 
Sir Anonym the F'ive of Clubs. 

8. The IBaron leads the Knave of Diamonds, 
Belinda plays her Queen of Hearts and Sir Anonym 
his Three. 

9. The Baron the Ace of Hearts, TPElinUa the 
King, winning by Five to Four. 

Or if Sir Anonym has permitted the Baron to 
difcard firft, and in this cafe, as in the cafe of 
Belinda having the lead (p. 83), cannot himfelf 
refrain from difcarding, the only difference is, that 
he trumps the Baron's Queen in the Second Trick, 
inftead of his King in the firft ; but no material 
difference takes place in the play. 

Now let us fuppofe the Game to have been 
taken up at a point where it is Belinda who deals. 
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and not the Baron, the cards being dealt as on 
p. 79. Sir Anonym then would be eldeft hand and 
would have had the firfl: fay ; but his hand is hope- 
lefsy even in Hearts, though he has already got his 
fair (hare of the twelve trumps in that fuit, and 
he therefore fays ^ I pafs/ 

The Baron's turn comes next; but we (hall fee 
prefently (p. 95) what his fate would be if he 
fhould venture to play on his only good fuit, his 
Spades ; fo we will now fuppofe that he * pafles/ 
that Belinda is Ombre as before, and that Sir 
Anonym has the lead. 

It is fcarcely neceffary to report the tricks; for 
there could be no difference in the fortunes of the 
game ; but the tricks would not have fallen in the 
manner defcribed in the ^ Rape of the Lock/ 

I faid above that Sir Anonym's hand was hope- 
lefs, even in Hearts ; but in order to (how this, 
let us again fuppofe that Belinda is dealer, and he 
eldeft hand, and that, finding himfelf already pof- 
fefled of a fair (hare of Hearts, he rafhly demands 
to play. Neither of the other players feels in a 
fufficiently fecure poiition (o difpute his claim. 
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and therefore, naming Hearts as Trumps, the 
adventurous Knight throws away his Spades and 
his three cards in Clubs, and takes in exchange 
the Seven of Spades, Bafto, and the Queen of 
Trumps, and the Four and Five of Diamonds. 
The Baron having but one fmall trump offers the 
difcard to Belinda, and fhe throwing away the 
Two of Spades, the Three of Clubs, and the Two 
and Three of Diamonds, takes in the Knave of 
Clubs, the Queen and Knave of Diamonds, and 
Punto. The Baron difcards his Clubs, the Seven 
of Diamonds, and the Three of Spades, and takes 
in the remaining four cards. 
The hands then ftand thus :— 

Sir Anonym. Eajio, ^een, Knave, Two, Three, 
Si^, of Trumps. 

Four and Five of Diamonds. 
Seven of Spades. 

That is to fay, fix trumps out of the twelve, and 
a renounce. A fplendid hand, and beyond what 
he could have hoped. 

The Baron. Four and Five of Trumps. 

Queen, Knave, and Five, of Spades, 
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King, Six^ and Ace^ of Diamonds. 
^een of Clubs. 
Belinda. Spadille, Manille, Punto^ King of 

Trumps. 
King of Spades. 
King and Knave of Clubs. 
^een and Knave of Diamonds. 
Being four Trumps, two other Kings, and a 
proteded Queen. 

Sir Anonym is eldeft hand, and leads, for 
Trick I . Bafto, the Baron following with the Five 

of Trumps, and 'BeUnDa with Manille. 
Trick 2. 'BcUnDa plays Spadille, Sir Anonym the 

Six of Trumps, and the Baron the Four. 
Trick 3. IBeUnDa leads Punto, Sir Anonym plays 
the Three of Trumps, and the Baron the Ace 
of Diamonds. 
Trick 4. 'BeUnDa leads the King of Trumps, Sir 
Anonym follows with the Two, and the 
Baron plays the Knave of Spades. 
Irick 5. Belinda has now four tricks, and leads the 
King of Clubs ; Sit anonpm trumps with 
the Knave, and the Baron plays the Queen 
of Clubs. 
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Trick 6 is taken by %\X Snon^m with the Queen 
of Trumps, Belinda playing the Knave of 
Clubs, and the Baron the Six of Diamonds. 

Trick 7. He leads the Four of Diamonds, tfiC 
TBaron the King, and Belinda the Knave of 
the fame fuit. 

Trick %. The Baron leads the Queen of Spades, 
and TBcUnDa takes it with the King, winning 
her fifth trick, and giving Codille to Sir 
Anonym, who plays the Seven. 

Or fuppofing Sir Anonym to lead off his loweft 
trump, fo as to draw the King, and perhaps a 
ftronger card as well, and fo improve the pofition 
of his fuperior Trumps, the cards would fall 
probably thus: — 

Trick I. Sir Anonym leads the Six of Trumps, 
the Baron taking it with the Five, and 
TBCIinDd winning with the King. 

Trick 2. TBelinDa plays Spadille, the Baron the 
Four, and Sir Anonym the Three, of 
Trumps. 

Trick 3. Belinda leads the Knave of Diamonds, 



Belindas Game. 95 

the 'Baton fecures his one trick with the 
King, Sir Anonym playing the Five. 

Trick 4. The Baron leads the Queen of Clubs, 
%iX SInonpnt trumps with the Knave, and 
Belinda follows fuit with her Knave. 

Trick 5. Sir Anonym plays the Two of Trumps, 
'BeUnDa Punto, and the Baron the Ace of 
Diamonds. 

T^ick 6. IBelinHa leads her King of Spades, the 
Baron and Sir Anonym following fuit with 
the Knave and Seven. 

Trick 7. IBeUnDa wins with Manille. 

Had Belinda led the King of Clubs, Trick 6 
would have been won by ^tt Snotipttt with the 
Queen of Trumps, and whether he leads a Dia- 
mond or Bafto he muft lofe the two next tricks 
to her. 

To carry the game out completely, we ought 
to examine what would be the refult if in Be- 
linda's Deal, Sir Anonym having ^pafled,' the 
Baron, rejoicing in his hand of Spades, fhould 
venture to play on that fuit. He has but four to 
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diicard, and can fcarcely hope to add more than 
one trump to his hand, and his chances of that 
one hcing a Matadore are very feeble. 

We know indeed that he will get a Matadore, 
and his hand will be — 

Bajh, Queen, Knave, Five, Three, of Trumps. 

King, Four, Five, of Diamonds. 

^tvn of Hearts. 

An excellent hand, fhowing five trumps out of 
eleven, a King and a renounce. 

Belinda difcards the Three of Clubs, the Seven 
of Hearts, and her two Diamonds ; and remains, 
after taking in her four new cards, with 

Spadille, Manille, King, Seven of Trumps. 

The King of Clubs. 

The King and Ace of Hearts. 

The ^een and Knave of Diamonds. 

Four trumps, two Kings, and a protedled 
Queen. 

Sir Anonym fhould remain as he is; but if he 
changes at all he would throw away his Clubs or 
Hearts. In either cafe he would fpoil his re- 
nounce. But let him play without change, and 
the tricks would fall as follows : — 
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Trick I. Sir Anonym the Seven of Clubs, the 
IBaron tramps with the Three, and Belinda 
foHows fuit with the King» 

Trick 2. The Baron the King of Diamonds, Be- 
linda the Knave, and ®tr Stnotipttt tramps 
with the Six. 

Trick 3. Sir Anonym the Six of Hearts; the 
Baron the Queen, and IBelinUfi the King. 

Trick 4. IBdinUfi Spadille, Sir Anonym and the 
Baron the Four and Five of Trumps. 

Trick 5. IBeUnDa Manille, Sir Anonym any- 
thing, and the Baron the Knave of Trumps. 

Belinda now knows how the Tramps lie. She 
has King and Seven, and the Baron Bafto and 
Queen. He will doubtlefs' win two tricks; but 
(he has already three to his one, and can fcarcely 
hSl to give him Codille. She has little fear that 
he can himfelf win, for as (he has the beft dia- 
mond (he can enfure a fourth trick. 

But he may hold cards which, if (he plays ill, 
may poffibly give him the game, and eafily fave 
his Codille. He muft hold either two Diamonds, 
a Heart and a Diamond, or two Hearts. 
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Suppofing him to hold the Knave of Hearts, 
then, if, in the fecond cafe, ihe leads Trumps or 
Hearts, a Puefta follows. And, in the third cafe, 
whatever fhe leads, (he cannot win, and may foil 
to make a Puefta. 

We know that he does not hold the Knave, but 
(he has no fuch knowledge, and it behoves her 
therefore to be careful. 

As the cards lie ftie would be fafe in leading 
Trumps ; for though the Baron would win the 
firft two tricks, ihe would win the two laft, and 
the Game. 

But if he ftiould hold the Knave of Hearts and 
a fmall one of the fame fuit, he could win the 
Game by drawing the laft Trump and leading 
his Knave. Therefore, of neceffity, in 

Trick 6. "BelinDa leads the Queen of Diamonds 
and wins her fourth trick. 

Trick 7. A lead of Trumps would make a Puefta 
certain ; fo ihe leads the Ace of Hearts and 
lofes it to the 'BarOtt'S Trump; but as (he 
has now two Trumps to his one' flic muft 
win one more trick, and the Game. 
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; Sir Anonym's more natural game would ihave 
been to lead the Knave of Hearts in .Trick 3^ 
becaufe by keepipg it back ^ere might have 
been the riik of hi$;. winning a fecond .trick, and 
fo making it inevitable ^hat either— the Baron 
fhould win, or that Belinda ihpuld givc^ him 
Codille. - 

But had he led the Knave in that Trick, the 
Other cards would have fallen as follows : — 

Trick 3. Sir Anonym the Knave, the Baron the 
King, and IBelttllia the Qjieen of Hearts. 

Trick 4. IBeltnlia Spadille, drawing the Four and 
Five of Trumps. 

Trick 5. ^elttltia Manille^ Sir Andnynit anything, 
and the Baron the Knave of Trumps. 
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And whatever Belinda leads for Trick 6 (he 
muft give him Godille \ for even if, inftead of 
leading the Queen of Diamonds, (he leads Trumps, 
and thus lofes both King and Seven, yet the 

Baron muft lead a^ Diamond, and fo bring in her 

./",■»• ' . .... 

Queen of Diamonds and Ace of Hearts. 

Or if (he leads her Ace, (he forces him to 
trump and thus anfwers the command. 






100 'fhe Game of Ombre. 

Or had he opened with the Knave, the tricks 
would have been : — 
Trick 1. Sir Anonym the Knave of Hearts, the 

Baron the Queen, and TBElinDa the King. 
Trick 2. IPelinDa Spadille, the Baron and Sir 

Anonym the Three and Four of Trumps. 
Trick 3. Belinda the King of Clubs, Sir Anonym 

the Five, and the IBflton wins with the Five 

of Trumps. 
Trick 4. The Baron plays the King of Diamonds, 

Belinda follows fuit with the Six, and ©it 

anonpm trumps. 

Trick 5. Sir Anonym the Two of Hearts, the 

T5ar0n the Knave of Trumps, Belinda the 

Ace of Hearts. 
Trick 6. The Baron Bafto, TBcUnDa Manille, Sir 

Anonym anything. 
Trick 7. TBclinDa draws the Baron's remaining 

Trump with her King, and wins with the 

Seven. 

Had Sir Anonym difcarded, and fo had no 
renounce, 

Irici 2 would have been won by the TSSton, 
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who^ if he leads his Queen of Hearts^ lofes 
it to Belinda's King^ and the other Tricks 
fall as before. 

Or if the Baron leads off Trick 3 with Bafto, 
Belinda takes it with Spadille, and the next three 
tricks with M anille and King^ and the King of 
Hearts, lofes Trick 7 as before, and wins Trick 8, 
and the Game. 

Belinda then fhould win in any cafe; but if 
her hand is fo good that (he cannot fail of the 
game, ought fhe not to coniider whether (he 
might play Solo, and fo win 16 points more? 
Prudence would counfel moderation ; for if 5 or 
6 of the 8 remaining trumps fhould be in one 
hand the tug of war would be fevere. 

But if, as on p. 90, (he herfelf were the dealer, 
and Sir Anonym fhould * pafs ; ' or if he were the 
dealer, and in either cafe the Baron fhould ^ play * 
(p. 94), fhe might choofe, or think herfelf driven, 
to * play more/ 

If fhe did not, we have feen the courfe of the 
game on p. 95. If fhe did, fhe would not ven- 
ture to play Voltereta, for her Diamonds are too 
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weak, though in h& fhe would draw BaAo, and 
have a good trump hand. 

But Solo, though a nik, would not be hope- 
lefs, and might be ventured : Her hand would 
then remain as on p. 79. 

Sir Anonym would difcard all but his two 
trumps, and would hold, 

Bajio, Seven, Six, Four of Trumps. 

^een. Knave, Four, Fhe of Diamonds, 

^een of Hearts. 

The Baron difcarda his Clubs, Hearts, and 
Seven of Diamonds as on p. 82, and his 
hand is, < 

Queen, Knave, Five, Three, of Tramps. 

King and Six of Diamonds. 

Ace and Four of Hearts. 

Knave of Clubs. 



Suppofmg, then, the Baron to have been dealer, ' 
and Belinda, therefore, eldeil hand, the tricks 
would fall 
Trick 1. Belinda, the King of Clubs, $ft9nonpm 

the Four of Trumps. The Baron the Knave 

of Clubs. 
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Trick 1. Sir Anonym the Qiieen of Diamonds. 

The IBaron the King. Belinda the Three. 
Twi 3. The Baron tho Qacen of Xrumpa. TBe- 

linDa M anille. Sir Anonym the Six. 
Tr^ii 4. TBeUnHa. the King of Hearts. Sir 
^ Anonym the Qiieen. The Baron the Four. 
Trick 5. Belinda leads the /Three of /Clubs, Sir 

Anonym play^ th6 Seven of Trumps^ and 

theilBaton /the/Knavft; ..,: 

Trick 6. The Baron the Ace of Hearts, Eelinda 
follows fuit with the Seven, Andr^jt StIOnpm 
takes thp trick withtBgfto. ;» : . 

Trickjf^^it Snonpttt plays the Knave of . Dia- 
monds, the Baron the Six and Beliocta the 
Two. 

Trick 8. Sir ^Anonym i\i€ Four 6f Diamonds. 
The Baron the F^ of miiipsV and 
the King. 

Trick o. Belinda wins with Spadille. 
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The Baron might have varied the game, but 

without changing its fortune. 

♦ 

Trick 5. Belinda leading the Three of Clubs» to 
which ^it '^nonptn would pla]rtfae Seven 
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of Trumps, and the Baron the Ace of 

Hearts. 
Trick 6. %\x Snon^m the Knave of Diamonds. 

The Baron the Six, and Belinda the Two. 
Trick 7. Sir Anonym led the Four of Diamonds, 

the Baron trumps with the Five, and TBC- 

UnDa with the King. 
Trick 8. TPelinlia Spadjlle, Sir Anonym Bafto, 

and the Baron follows fuit with the Three. 

Then the Knave of Trumps being in the 

IBaCOn'S hand, 
Trick 9 muft fall to him, and not as a Fourth Trick 

to Sir Anonym, fo that Belinda wins by 

Four, Three, and Two. 



ottn^l 



If ftie had played her Seven of Hearts in 
Trick 8. %\X anonpm would have won his Foi 

Trick with Baflo, and in 
Trick 9. Spadille would have only faved Belinda 
from Codille, but left her liable to the Pool 
in the amount of 20 points for Pueila, and 
to the Baron and Sir Anonym in 16 points 
apiece for Solo. 

Had Belinda been the Dealer (p. loi), Sir 
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Anonym would probably have led his Queen of 
Diamonds as in Trick 2, on p. 103 ; and Trick i 
on page 102 would have become Trick 3. 

Or had Sir Anonym been Dealer, the IBarOtt'lB 
moft probable lead would have been his King of 
Diamonds, Sir Anonym getting rid of his Queen. 
The Baron's fecond lead would be the Queen of 
Trumps, lofing it to 1BeUnDa'0 Manille; and Trick 
I of p. 102 would have been Trick 3, as before. 
In either cafe the remaining Tricks would fall as 
on page 103. 

Sir Anonym would be moft unlikely to permit 
the Baron to go firft to the Difcard, and there is 
no reafon why he fhould do it in a Solo Game; but 
if with unwonted modefty he fhould think well fo 
to do, he makes but one Trick himfelf, and is re- 
warded by the defeat of Belinda, who, however well 
fhe plays, ends the game by paying a Puefta. 

The Baron takes the Four firft from the Stock, 
and Sir Anonym the Seven next ; and the Hands 
are as follows : — 

Sir Anonym. 

Seven^ Six, and Four of Trumps* 
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The Knave of Clubs. 

The ^een. Knave, and Six of Diamonds. 

Ace and Four of Hearts. 

The Baron. 

Bajlo, Queen, Knave, Five, Three of Trumps. 
King, Four, Five of Diamonds. 
^een of Hearts. 

The Tricks would probably fall thus : 
Trick I. Belinda might lead the King of Clubs, 
Sir Anonym would follow with the Knave, 
and the "Baton trumps with the Three. 
Trick 2. The Baron plays the Queen of Trumps, 
TBelinDa Manille, and Sir Anonym the 
Four. 
Trick 3- TSelinCa'S King of Hearts takes Sir 

Anonym's Four and the Baron's Queen. 
Trick 4. She plays the Three of Clubs, Sir 
Anonym throws away the Six of Diamonds, 
and the TBatOn trumps with the Five. 
Trick 5. The "Baton wins with the King of Dia- 
monds, Belinda and Sir Anonym playing the 
Three and Knave. 
Trick 6. The Baron leads the Knave of Trumps, 
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OBsIinlia the King^ and Sir Anonym the 
Six. 

Trick 7. Belinda plays the Two of Diamonds, %it 
Stnon^tn the Queen, and the Baron the Five. 

Trick 8. Sir Anonym's Ace of Hearts and Be- 
linda's Seven fall to the 16aron'0 Bafto ; and 

Trick 9 is 1B0ltnDa'0 fourth, the two remaining 
cards falling victims to her Spadille. But 
the Baron has four tricks alfo, and Belinda's 
game is loft. 

The Game has now, I think, been thoroughly 
played out, and the concluiion is that under any 
circumftances, and with moderately good play, 
Belinda cannot but win. 

I have now faid all my fay about Ombre; and 
Crabbe's Dolly Murrey fhall finifli the chapter : 

* A vole ! a vole ! fhe cried, 'ris fairly won. 
My game is ended, and my work is done.' 
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RULES IN GREATER DETAIL, 

-c. Laws and Penalties of the Game, collefted from the old French 
and English booki on the fubjefl, and from the modern Spanifh 
boob. 

We have ftrift ftatutes and moft biiing'laws. 

!ARB, MeafurefarMeafare, Aft i. Sc. 4. 



I. 

F any Player have lefs than eight cards 
dealt to him, or more than ten, the hand 
is null, and the dealer deals again, 

II, If any Player (not being the Dealer) 
have hut eight cards dealt to him, he may annul 
the hand by at once calling attention to it, elfe not; 
and if not, he muft take the top card from the 
' Stock.' 

If it be the Dealer himfelf who has only eight 
cards, he may not replace the miffing card 
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from the Stock, but muft make his numbers 
good when it comes to his turn to difcard. 

III. If any Player (not being the Dealer) have ten cards 
dealt him, but not more, he may *play,' mentioning 
the faft, and redtifying the error when he comes to 
difcard. He may not, however, play Solo. 

If he do not mention it before 'playing' or 

* paffing,' he plays a fimple Puefta, or Befte. 
If he plays his hand, having more than ten cards 

in it, the hand is null, and he pays the Puefta 

of the Pool, whatever it be. 
Note. A fimple Puefta is Twenty points.^ 

The Puefta of the Pool is Fifteen* plus the 
number of points in the Pool. 

IV. If it be the Dealer himfelf who has ten cards, he 
cannot be the Ombre ; but if either of the others 
become Ombre, he will draw one card from the 
Dealer's hand, and fhuffle it with the Stock before 
difcarding. 

V. If it be found that there is a card fhort in the Pack, 

and the Dealer do not difcover it before the Players 
declare their game, he, or whoever firft dealt that 
Pack, fhall pay a Puefta. 

VI. If the Dealer give himfelf more than nine cards, he 
fhall pay the Puefta of the Pool whatever it be (i.e., 
twenty points at the leaft), unlefs he mention it be- 

' Or Twenty-five if there be four Players. 
3 Or Twenty if there be four Players. 
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fore he fees his cards, in which cafe he has only to 
pay a fimple Puefta, however many he may have. 
But if he do not mention it, he pays a iimple Puefta 
in addition, for every card above ten. 
Vli. If the Dealer give any one more than nine cards 
and do not reftify it on the inftant, before continu- 
ing the Deal, he muft pay a fimple Puefta. 

VIII. If any one in dealing ftiall face a Matadore, or a 
King, or any two other cards, he rauft pay a fimple 
Puefta and deal again. 

IX. If there ftiould be a faced card in the Stock, and it 
be perceived before any one has declared to Pais or 
Play, there muft be a new Deal ; but if it be not 
perceived till later, the hand may be played, but 
the Dealer cannot be Ombre, 

X. If any one deal out of his turn, and discover his error 

before the cards have been feen, he lofes the five 
points which he has put into the Pool, and the 
right Dealer proceeds. But if the cards have been 
feen, the hand has to be played, but he who has 
dealt cannot be Ombre. 

XI. If after the Difcard, but before the firft trick be 
played, any one be found to have too few cards, 
the Dealer (or the eldeft hand if it be the Dealer 
who is ftiort) muft take at random from the Difcard 
and fupply the deficiency.' 

' According to the rules of the Academic des Jeux, the player 
whofe cards are too few pays a Puefta. 



Appendix. 



Ill 



XII. If any one win the game, having more than nine 
cards, he gains nothing ; but if he lofe it he pays 
an additional Puefta* 

XIII. If the Ombre takes up his ^Rentree* before nam- 
ing the Trump, either of the adverfaries, if they 
obferve it and fpeak before he does, may name the 
Trump (the right-hand Advcrfary having the pre- 
ference if both fpeak at once), but the Ombre may 
in that cafe reform his Difcard, if he has not mixed 
his rentree with his hand. 

XIV. If the Ombre names a wrong Suit as trump, by 
miftake, he may redtify it at any time before taking 
up the Stock to take out his ' Rentree,' but if he 
does not find out his miftake before taking the Stock 
into his hands, he muft play on the fuit he firft 
named ; but he may then redify his difcard^ taking 
back from it any cards he choofes.^ 

XV. If it be Solo that he is playing, he cannot redlify 
his miftake after either of the Adverfaries has taken 
in his rentree. 

XVI. In any cafe of error he may furrender if he pleafes, 
paying the prefcribed penalty. 

XVII. If any one has once faid *I pafs,' or 'I play,' he 
cannot alter it^ nor can he eleA to play a different 
game (fuch as Voltereta or Solo) except as outbid- 
ding others. 

^ According to fome players, he fhould at any time be permitted to 
correal an error in the name of the Suit. 
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XVIII. If any one takes by miftake another's cards after 
feeing fix of his own, he pays the Puefta, whatever 
it be ; but if he has feen but three of his own, only 
a fimple Puefta. 

Note. This rule is neceffary, becaufe the Flayers 
are permitted to take up and fort their cards 
while they are being dealt. 

XIX. Any Player may afk what is led, and may, before 
the trick is turned, require the others to draw their 
cards. He may alfo at any time in the game, but 
only when he is about to play, examine any trick, 
turned or not. 

XX. If either of the Adverfaries lead out of his turn he 
pays a fimple Puefta, but the trick is good if all the 
cards be played ; if only two be played, then at the 
option of the Ombre ; if but one, the trick muft be 
withdrawn. 

XXI. If the Ombre lead out of his turn, he pays no- 
thing, but muft withdraw his card, if it be the only 
one played : but if two or all have been played, the 
others will decide whether the trick ftiall hold good. 
But if the trick be turned, and the firft card of the 
next played, before the error is difcovered, it muft 
hold good, and the Ombre pays a fimple Puefta. 

XXII. If a trick be won by Spadille, and any Player not 
the winner take it up, he pays as for a Revoke ; 
but unlefs the fucceeding trick be not turned, the 
trick cannot be reftored. 
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XXIIL If any one let fall a card by accident, and it be 
&ced, or if he play a card in error, the card muft 
remain as played, unlefs it be a Revoke, in which 
cafe it may be remedied before the trick is turned^ 
and the firft card of the next trick played. If two 
be let fall, and both be vifible^ the loweft in pofition 
is to be played. 

XXIV. If either of the Adverfaries by word or gefture 
or look let his friend know what card or cards he 
hasj he (hall pay a fimple Puefta for each card 
(hown, or for each offence. 

XXV. If the Ombre looks again at his Difcard after 
having taken in his ^ Rentree/ he cannot win the 
Vole. 



Laws of the Revoke. 

XXVI. The Penalty for a Revoke is the Puefla, what- 
ever it may be ; that is to fay, in the firft game it 
might be 20 or 25 points, according to the number 
of players. 

XXVII. The Penalty is due as foon as the Revoke is 
difcovered, and confequently, as many Penalties 
may be paid as there are Revokes in a hand, but if 
the Revokes are only detefted at the end of the 
hand, but one Penalty can be demanded from a 
player, however many he may have made. 



I 
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XXVIII. A Revoke may be reaificd till the third trick 
is turned after that in which it was made, but not 
later. The Orabrc (utilefe he be the culprit, and 
in that cafe his right-hand Adverfary) is then to 
direA him who made the Revoke what card he is 
to play to the lead. 

XXIX. If the Ombre win a game by a Revoke he gains 
nothing, and if he be befted, his Puefta is feparated 
or referved from that which he pays as his Penalty. 
If he be given Codille he pays the winner his 
Penalty, and the extras. 

XXX. If either Adverfary win by a Revoke or after 
making a Revoke he gains nothing, and pays his 
Puefta, the Ombre likewife paying as if he had been 
befted. 

XXXI. If the Ombre have furrendered, and yet by a 
Revoke gives Codilie to the Defender, he gains no- 
thing, but pays the Defender Codille to the Pool 
as well as his own Puefta. 

XXXII. If the Defender ftiould, by revoking, give Co- 
dille to the Ombre, he gains nothing, but pays the 
Penalty for himfelf and alfo for the other. 

If after revoking the Defender is befted, he pays 
his own Puefta and that of the OmbrCj as well 
as the Penalty. 

If the Ombre give him Codille he pays him 
accordingly, and alfo his own Penalty. 

But if the third player give him Codille, he pays 
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him of courfe^ and pays aUb the ' Ombre's 

Puefta and his own. Penalty ibr his Revoke. 

XXXIIL If in a cafe of Surrender, the third player 

(not the Defender) revoke and give Codille, he 

pays his own Penalty^ and the Puefta: of. him who 

furrenderedj g^ning nothing himielf.' 

If, notwithftanding the . Revoke of the third 
player, the Ombre, or Defender, give Codille 
one to the other, the third player pays it, and 
alfo his own Penalty. If they be befted neither 
of them pays if the third player has revoked, 
but he pays a Puefta and his own Penalty. 

XXXIV. If the Ombre revoke, and win the Vole, he 
pays it as if it had been barred, receiving no Extras, 
and paying alfo his Penalty. 

If the Vole be gdned by the Revoke he pays 
each player the Extras as well. 

XXXV. If either of the Adverfaries revoke, and bar 
the Vole thereby, he pays his Penalty, and alio the 
thirty points of the Vole not only for himfelf but 
for his friend. 

But if the barring of the Vole was not cauied by 
the Revoke, the only efFeft is that he who 
revoked pays his Penalty and receives nothing 
from the Ombre. 

XXXVI. If a hand is for any reafon annulled, any re- 
voke which may have been made in the courfe of it 
counts for nothing. 
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XXXVII. If the fame player make more than one Re- 
voke in the fame hand, he ihall pay for each^ after 
the firft, only a fimple Puefta. 

XXXVIII. If two players revoke, the firft pays, befides 
the Puefta, the Extras there may be ; and the fe- 
cond only the Puefta. 

In this cafe the two Puefbs go together, but 
ordinarily thofe which arife from Penalties are 
to be referved 
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Complcat Gamcftcr, 4, 17,48, 


i^a^ir, 21,45- 


78. 


Five-cards, 5. 


Condichna, 35. 


French-Ruff, 5. 


Cottfites, 35. 


Games (Specimens of), 62, 


Confolation, 49. 


78. 


Ctnleiittmtnt, See Par/ail. 


Gans, 51. 


Copai, 10. 


GafcarllU, 50. 


Counters, 8. 


Godolphin (Mrs.), 9. 


Court Cards, 72. 


Gryll Grange, 75. 


Court Gamefter, 4, 5. 


GuinguelU, 50. 


Cuckoo (The), I. 


Hands (Specimens of), 7, 58. 


Cutting, 19, 79. 


Hands dealt in Belinda's Game, 


Deal(The),i8,i9,53,io8-iii. 


79- 


Dealer, 17, 19, 53, 108-1 10. 


Hands reformed in Belinda's 


Defence, 32, 38, 1 14. 


Game, 84, 85. 92, 93, 96. 


DeMa, 32. 


102, 105. 


Dcgoujl^ 51. 


Hazards, 49. 


DsvoU, 51. 


Hcmbre, 4, 20. 


Difcard, 22, 25,36, 38, 77,8^- 


Honours, 14,15,30,35,41,43, 


83,88,90, 92,96,100, loi, 


45- 


105, 110, III. Hoyle, 3. 



Index. 
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Jeu de rOmbre, 48. 
Juego! 19. 

Lead (The), 55, 112. 
Lottery, i. 
MaliUa^ 13. 
Manille, i, 5, 13. 
Mano^ 19. 

Matadores, 13, 14-17, 35. 

Mediator, 5. 

MiUe, 8. 

Mirliroy 50. 

Mifdeal, 53, 108-111. 

Monte^ 18. 

Ombre (The), 4, 14^ 20-25. 

Ombre (Two-handed), 78. 

Ombre in Pope's * Rape of the 

Lock,* 72. 
Oros^ 10. 

Parfait Cmtentement^ 50. 
Partie quarrie des Dames du 

tempSj ^i, 
Pafo! 19. 
Pafs I 19. 

Faffing recommended, 20, 
Payments, 30. 
Peacock, 75, 
Pique-MedriUe, i, 5. 
Piquet, 2. 
Play! 19. 

Play (Courfe of), 18. 
Players (Number of), 17, 31, 
109. 



Phyers (2nd and 3rd) allies, 23- 

25. 
Points, 19, 30-46. 
Ponto, 13. 

Pool-di£b, 9„ 1^9,. 22, 84. 
Pope, vii., viii., 3, 72-77. 
Preference, 45. 

Precedence of Games, 21, 46. 

Pretintailles^ 5 1. 

Primeras, 35, 39, 41*43, 45. 

Primero, 5, 

Prior, 17.: 

Puefta, 27, 28, 31-35, 55, 56, 

109-116. 
Puefta (referved), 34. 
Punto, 13, 
QuadriUe, 2-5, 13, 48, 53, 75, 

76. 
QuIntiUe^ i> 5» 48- 
Rabelais, 39. 
Remifey 27. 

Rentree, 23, 37, iii, 113. 
Repuejiij 27. 
Revoke, 55, 112. 
Rifpojie^ 27. 
Robo^ 23, 37. 
Rocambor^ 5. 
Rules, 53, 108. 
Sacada, 27, 29-31. 
Sans prendre^ 30, 38. 
Seymour, 6, 8, 17, 48, 52, 76. 
Shuffling, i8| 79. 



1 20 Index. 


Simple Game, 22, 58, 67. 


Surrender, 32, 33, 38, 111,1 14, 


Sir Anonym 


IIS- 


(In Belinda's Game)i8 Dealer, 


Table, 8. 


8q, loi, 105. 


Thackeray, i. 


Difcards firft, 92, loi. 


Tontine, i. 


Difcards fecond, 88, 104. 


Tredrillc, 5, 75, 76, 78. 


Difcards 1311,83,96, 104. 


Tnfilk, 4. 


Is eldeft hand, 90, 91, 105. 


Tricks, 23-29. 


Is Ombre, 91. 


Triomphante (La), 51. 


Refufes difcard, 82, 83, 89. 


Trumps, 12-16, 22, 37, iii. 


Solo, 19, 21,22,36,38-41,45, 


Vanbrugh, 7, 30. 


53,60-66, 109, III. 


Vole, 23, 30, 36, 39-45, 56, 


Sorting, 19, 22. 


"3. "S- 


SaiOy II, 12. 


Vole (barred), 40, 44. "S- 


Southey, i. 


Vohereta, 21, 32, 36-38, 40, 42, 


Spadille, i, 12, 13, 76, 112. 


43,45.59."'- 


(forced), 50. 


Waller, 3. 


Stakes, 9. 


Whim, 38. 


Stock, 18, 19, 20, 22, 25, 77, 


Whift, 2, 12, 18, 26, 56. 


78. 


Teux de ma grand'mere (Les), 51 . 


Stock in Belinda's Game, 80. 


Zartgano, 17. 
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